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PREFACE. 



In a former volume I published a Series of Pro- 
gressive Lessons on the Game of Chess, with 
Reasons for every Move, for the use of begin- 
ners; the present Work is.iutei^ed for those 
to whom that Mo^ttm'e.isr fatpoi^,'. ^ well as for 
the higher class Qf.rjiaydrs-j.'* accordingly the 
reader will find in 'this' '^eQond* Series many 
Games, &c. whicUr. wei^/^^nsioeced too difficult 
to be given with propriety in the First. 

Though Chess is far from having arrived at 
that perfection which I think it capable of, yet 
within the last few years many improvements 

• 

have been made in the Game ; new methods of 
attack and defence have been invented, moves 
which have long been considered as good, are 
now known to be bad, and others which in 
former days would have been condemned, are 
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now with justice, ranked among the good ones ; 
such are the natural consequences of a science 
(as Leibnitz terms Chess,) which is in its nature 
progressive. 

It has been my endeavour to give in this 
Volume much that is new, taking care at the same 
time that it should be good ; I am not, however, 
so vain as to suppose that I have succeeded 
in every instance, nor shall I be ashamed of 
acknowledging any error when convinced, nor 
of correcting it on the first opportunity. 



• • •• • • ■ A 

In wnting/a.W\un£Von*£ll^s^,:t{ie greatest part 
of.it must of n*^({es$i|;^: b^: taken from other 
authors ; I hav^ .siiQcilfdm^y^ selected from them 
what I thoughtVwoul4.-^tf*i®efo^ to my readers, 
and particularly from that most excellent work 
** II Giuoco incomparabile degli Scacchi," the 
second edition of which, printed at Modena 
in 1782, revised and corrected by the author 
PoNziANi, and his friend Ercole Del Rio, is 
one of the most valuable works on the Game, and 
deserving of all praise : should the reader there- 
fore meet with any thing in this Volume particu- 
larly excellent, he will generally be right in 
supposing it derived from other writers. 
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I have thought it would tend to the profit 
as well as amusement of the reader, to inform 
him occasionally in how many moves the game 
may be won, without however showing the 
method, but leaving it to his skill to discover 
it; these ends of games may therefore be con- 
sidered as problems without solutions : I will 
not venture to say, as Ponziani quaintly ex- 
presses it on a similar occasion, that those who 
cannot find them out may blame any one but 
the author and the printer, for though I have 
examined them many times veiy careftdly, yet 
it is possible that all may not be correct, in 
some instances the , .cbecknjate : '^ay probably 
be delayed a moVt^^t?]: %w6 hf a ^ Sacrifice, and in 
others perhaps I h?f^e::!overl4ioked a shorter 
method of winning.^ - - - 









In order to reduce the price of the present 
edition, and by that means extend its circulation,^ 
I have omitted the Fifty Games which were 
given in the first impression ; they may, however, 
stiU be procured in a separate form. The whole 
of this Volume has been carefiiUy revised and 
corrected; and I will venture to promise the 
reader that a careful study of my " Elements of 
Chess" and the Two Series of Lessons will soon 
enable him, with moderate practice, to cope mth 
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most players ; those who have genius and apti- 
tude to proceed further will of course consult the 
writings of others, among which I would parti- 
cularly recommend those hy Lolli, (including: 
the celebrated Treatise by Ercole Del Rio,) 
PoNziANi and Greco. 



London, 

January r 1834* 
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KING'S BISHOP'S GAME. 



FIRST GAME. 

fVhite. Black. 

1. K. P. two squdjpes. 1. K. F, two squares. 



■» '♦ 



2. K.B. to Q, P; foitrA 2:-;Q.^. F-one square. 

square. --;:;:;,/ • 

3. Q. to K. seconfl sq. : . ■ 






■> t 



\ 4 * * 






• No. 1. ' 

3. Q. to K. Kt. fourth 
square. 

4. K.Kt.toB.tliirdsq. 4. Q. takes K. Kt. P. 

5. K.B. takes K. B P. 5. K. to his second sq. 

checking. j 

6. K. R. to K. Kt. sq. 6. Q. to K. R. sixth sq. 

7. Q. P. two squares. 7. Q. P. one squbre. 

8. P. takes P. 8. P. takes P. 

9. K.R. toK.Kt. third 9. Q. to her second sq. 

square. 

b2 
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10. K. Kt. takes P. 10. Q. to her fifth sq. 

11. K. B. P. twosq. 11. K. Kt. to B. third sq. 

12. Q.Kt. to B. third sq. 

You have an excellent game^ owing chiefly to Black's 
third and fourth moves. 

No. 2. 



4. K. B. P. two squares. 



3. K, Kt. to K. B. third 
square. 



FIRST DBFBNCB. 






4 K. B. to Q. B. fourth 



* < » ' • '- • . ( , ■•• • ■ • 



•"■:••• :' '..••..•■ •♦.square. 
5. P. takes P.--.; " ' 



' r » • » 

* * • » ; ••' 



If Black play. Q-'P-^.t^ois^uates^ you might take the 
pawn en /MisaaiU^^ilmi, j£^e: retook with K. B. you 
must not advance K. P. because he would castle with 
advantage : instead of taking the pawn en passant, 
you might take the P. with K. P. and on his retaking 
with K. Kt. play your K. Kt. to B. third square, and 
then Q. P. two squares. But suppose he play — 

5. K. B. takes K. Kt. 

6. K. R. takes B. 6. Q. P. two squares. 

7. P. takes P. en pas- 7. Castles. 

sant. 

8. P. to Kw £fth square. 8. K. R. to K. square. 

9. Q. P. two squares, having a fine game. 
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SECOND DEFENCE. 

4. P. takes P. 

5. K. P. one square. 

If Black play Kt. to its square, you should move 
K. Kt. to B. third square ; and if he then play K. Kt.P. 
two squares, you play K. R. P. two squares. But if — 

5. K. Kt. to Q. fourth 

square. 

6. K.Kt. to B. third sq. 6. K. B. to K. second 

square. 

7. K. B. takes Kt. 

In the first place. 

7. K. B. checks. 

8. Kt. takes B. 8. Q. takes Kt. ch. 

9. K. Kt. P. one sq. 9. P. takes P. 
10. K. B. to K. Kt. second sq. 

You have much the best of the game. 

In the second place. 

7. P. takes B. 

8. Castles. 8. Q. P. one square. 

9. Q.Kt.toB. third sq. 9. P. takes P. 

10. Q. takes P. 10. Castles. 

11. Q. takes Q. P. 

You have a better position than the Black. 
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THIRD DSFSNCB. 

4. Q. P. one square. 

5. P. takes P. 6. P. takes P. 

6. K.Kt. to B. third sq. 

In the first place, 

6. Q.B. to K.Kt. fifth 
square. 

7. K. B. takes K. B. P. 7. K. takes B. 

checking. 

8. Kt. takes K. P. ch. 8. K. to his square. 

9. Kt. takes Q.B. &c. 

In the second place, 

6. K.B. to Q. third sq. 

7. Q. P. two squares. 7. P. takes P. or (A.) 

8. K. P. one square. 8. Castles. 

It would be bad play to take K. B. because Black 
would move R. to K. square^ aud afterwards Q. B. to 
K. Kt. fifth square. The best move is — 

9. K. castles. 9. K.B. to Q.B. fourth 

square, (B.) 

10. Q. to her third sq. 10. K.Kt. to Q. fourth 

square, (C.) 

11. K.Kt. to its fifth sq. 11. K. Kt. P. one sq. 

12. K. Kt. to K. fourth 12. K.B. to K. second 

square. square. 
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13. K. B. takes Kt. 13. P. takes B. 

14. K. Kt. checks. 14. B. takes Kt. 

15. P. takes B. and has the best of the game. 

(A.) 

7. Q.B. to K.Kt. fifth 
squw^. 

8. Castles. 8. Castles. 

9. Q, B. to K. Kt. fifth 9, P, tak€S P, 

square. 

10. K. P. one aqmtffi. 10. K.R. tp K. sq^a^p. 

11. Q. B. takes Kt. 11. P. takes B. 

12. K. B. takes P. ch. 12. K. takes B. 

13. K. Kt. checl^s, 13. K- to Kt. square. 

14. Q. takes B. 14. P. takes Kt. 

15. P. takes B. 15. Q. B. P. one sq. 

White has ihe beet pasition. 

(B.) 

9. J^. B,. to I(. ^qvar^. 
10. K.Kt. to its fifth sq. 

If Black play K. Kt. to Q. fourth square^ you 
8l^aii}4 play Q. tp K. R. fifth square. If he play K. B. 
to Q, B* fourth s^uare^ yoi; pl^y Q, to her thifd 
square. If l^e play-r^ 

10. K. B. take? R 

11. Kt. takes K. B. P, 11. I^. takes Q. 

12. Kt. takes Q. ch. 12. K. removes. 

13. B. takes R. and ought to win. 
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(C.) 

10. K. Kt. to its fifth 
square. 

11. K. Kt. to its fifth sq. 11. K. Kt. P. one sq. 

12. K. B. takes P. ch. 12. K. to Kt. second sq. 

13. K.P. one square. 13. K. Kt. to K. sixth 

square. 

14. K.Kt.takesK.R.P. 14. Q. to K. R. fifth sq. 

15. Q. takes P. ch. 15. K. to R. square. 

16. Kt. takes R. winning the game. 



SECOND GAME. 

White. Black 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K. Kt. to B. third 

square. square. 

3. K.Kt.toB.thutlsq. 

FIRST DEFENCE. 

3. Q. to K. second sq. 

4. K. Kt. to its fifth sq. 4. Q. P. two squares. 

5. P. takes P. 5. K. ^t. takes P. 

6. K. B. takes Kt. 6. Q. takes Kt. 

7. Q. to K. B. third square, winning a pawn at 

the least. 
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SECOND DEFENCE. 

3. K. Kt. takes P. 

4. Q. to K. second sq. 4 Q. P. two squares. 

5. K. Kt. takes P. 5. K. B. to Q.B. fourth 

square. 

6. Castles. 6. Q.B. toK.thirdsq. 

7. K. B. toQ.Kt. third 7. Q. B. P. one sq: 
, square. 

8. Q. B. P. one square. 8. Castles. 

9. Q. P. two squares. 

The game is about equal. 



THIRD GAME. 

White. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. B. P. one square. 3. Q. B. P. one sq. 

4. Q. P. two squares. 4. Q. P. two squares. 

5. K. B. takes Q. P. 

If Black were to take Q. P. with K. B. you should 
take K. B. P. checking, (and not Q. B. P. takes K.B. 
as directed in the First Series, page 41,) and after- 
wards take K. B. having the best of the position. But 
if he play — 

5. Q. B. P. takes B. 

6. Q. P. takes B. 6. P. takes P. 
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In the First Series, page 41, the White was recom- 
mended to play Q. to Q. R. fourth square checking, 
&c. I think the following a better method of play — 

7. Q. takes Q. ch. 7. K. takes Q. 

8. Q. Kt. to Q. second sq. 

FIRST DBFBNCB. 

8. K. B. p. two sq. 

9. Q. Kt. to Q. B. 9. Q- Kt. to Q. second 

fourth square. square. 

10. Q. Kt. to Q. sixth 10. K. to his second sq. 

square. 

11. Q. Kt. takes P. ch. 

You have evidently the best of the game. 

SBCOND DBFBNCB. 

8. Q. Kt. to Q. sepoud 

square. 
9. Q. Kt, takes P. 

You have iiow the best of th^ game, for if Black 
were to play K. B. P. two squares, you wqu1(} pl^y 
Kt. to Q. sixth square, having ^ very superior gaj»e: 



FOURTH GAME. 

White. Black. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. B, to Q.B. fourth 2. K. B. to Q.B. fourth 

squfu:^, square. 



KINa'S bishop'^ GAMJS, 11 

3. Q. B. p. one square. 3. Q. P. one square. 

4. Q. P. two squares. 4. P. takes P. 

5. P. takes P. 5. K. B. checks. 

6. Q. B. to Q. second 6. B. takes B. ch. 

square. 

7. Kt. takes B. 

FIRST DEFBNCB. 

7. Q. B. tP K. third 
squar;a. 

8. B. takes B, 8. P. takes B. 

9. Q. to K. R. fifth 9. K. Kt. P. one sq. 

sq. checking. 
10. Q. to Q. Kt. fifth square, checks and wins 
a pawn. 

SECOND DEFENCE. 

7. K. Kt. to B. third 
square. 

8. K. B, to Kt. third 8. Q. Kt. to B. third 

square. square. 

9. K. Kt. to K. second 9. Castles. 

square. 
10. Castles. 

The game is about equal. 
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FIFTH GAME. 

fVhite. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. B. P. one square. 3. Q. P. one square. 

4. Q. P. two squares. 4. P. takes P. 

5. P. takes P. 5. K. B. checks. 

6. Q. Kt. to B. third 6. B. takes Kt. 

square. 

7. P. takes B. 7. K. Kt. to K. second 

square. 

8. Q. to K. R. fifth sq. 8. Castles. 

9. Q. B. to K. Kt. fifth sq. 

If Black play K. R. P. one square, you play K. Kt. 
to B. third square. But if — 

9. K. Kt. P. one square. 
10. Q. to K. R. fourth 10. K. R. to K. square. 

square. 
11 K. B. takes K. B. P. ch. 

You now win the queen, or checkmate in a few 
moves. 
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SIXTH GAME. 

White. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. B. P. one sq. 3. Q. to K. R. fifth sq. 

4. Q. to K. second sq. 4. K. Kt. to B. third 

square. 

5. Q. P. two squares. 

FIRST DEFENCE. 

5. B. to Q. Kt. third 
square. 

6. P. takes P. 6. K. Kt. takes P. 

7. K. Kt. P. one sq. 7. K. B. takes P. ch. 

8. Q, takes B. 8. Kt. takes Q. 

9. P. takes Q, 9. Kt. takes R. 

10. K. B. to Q. fifth 10. Q. Kt. to B. third 

square. square. 

11. Q.B. to K.B. fourth sq. 

You will afterwards take K. Kt. and have the best of 
the game. 

SECOND DEFENCE. 

5. P. takes P. 
6. K. P. one square. 
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In the first place. 

6. K. Kt. to itsMh sq. 

7. K. Kt. P. one sq. 7. Q. to K. R. fourth 

square. 

8. K. R. P. one square, and wins the knight at 

the least. 



In the second place. 

6. K. Kt. to its square. 

7. K. Kt. to B. third 

square. 

If Black play Q. to K. second square^ you should 
take the pawn with Q. B. P. But if — 

7. Q. to K. Kt. fifth sq. 

8. K. B. takes P. ch. 8. K. to B. square. 

9. K. R. P. one sq. 

If Black take K. Kt. P. he loses the queen. If he 
play— 

9. Q. to K. B. fourth 
square. 

10. B. takes K. Kt. 10. R. takes B. 

1 1 . P. takes P. having the best of the game. 
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DEFENCE. 



THE BLACK HAVING THE FIRST MOVE 



FIRST GAME. 

Black. IVhite. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B.toQ.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. to K. second sq. 3. Q. P. one square. 

4. Q. i^, one square. 4. Q. B. P. one squafe. 

5. Q. B. to K. third 5. Q. Kt. I^. tWo sq. 

square. 

tf Black play K. B* to Q« Kt. third square, you 
should play Q. Kt. to Q. R. third square. But if — 

6. Q. B. takes B. 6. Q. P. tak^s Q. B. 

7. K. B. to Q. Kt. third 7. Q. to K, Kt. fourth 

idqliare. square. 

You now win a pawn at the least. Black ought not 
to have taken the B. on the sixth move : he should 
have removed K. B. 



/ 
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SECOND GAME. 

Blaek. fVhiie. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K. B. to Q. B. fourth 

square. square. 

3. Q. to K. B. third sq. 3. K. Kt. to B. third 

square. 

FIRST ATTACK. 

4. Q. Kt. p. two sq. 4. K. B. takes P. 

In the first place. 

5. K. B. takes K. B. P. 5. K. takes B. 

checking. 

6. Q. to Q. Kt. third 6. Q. P. two squares. 

sq. checking. 

7. Q. takes B. 7. K. Kt. takes K. P. 

You have the best of the game. 

In the second pUice. 

5. Q. to Q. Kt. third 5. Q. to K. second sq. 

square. 

6. K. B. takes P. ch. 6. Q. takes B. 

7. Q. takes B. 7. Q. Kt. to Q.R. third 

s^are. 

8. Q. to Q. B. third sq. 8. K. Kt. takes P. 
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9. Q. takes P. ch. 9. K, to Q. square. 

10. K.Kt. to K. second 10. Q. takesK.B.P. ch. 

square. 

11. K.toQ.sq. 11. Q. takes K. Kt. P. 

12. K. R. to K. Kt. sq. 12. K. R. to K.B. square, 

and wins. 

SECOND ATTACK. 

4. Q. p. one square. 4. Q. P. one square. 

5. Q. B. to K. Kt. fifth: 5. Q. B. to K. Kt. fifth 

square. square. 

ft 

FIRST VARIATION. 

6. Q. to K.Kt. third sq. 6. K. Kt. takes K. P. 

In the first place. 

7. Q. B. takes Q. 7. Kt. takes Q. 

8. K. B. P. takes Kt. 8. K. takes B. 

9. K. B. takes K. B. P. 9. Q. B. P. one square. 

You have the best of the position. 

In the second place. 

7. K. P. takes Kt. 7. Q. takes B. 

8. Q. Kt. to Q. B. third 8. Q. to K. Kt. third 

square. square. 
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In the third place. 

7. Q. takes B. 7. Q. takes B. 

8. Q. takes Kt. or (A.) 8. Q. to adv. B. sq. ch. 

9. K. to his second sq. 9. Castles. 

If Black take Q. Kt. P. with Q. you should play 
Q. Kt. to Q. second square^ and your position will be 
much superior to his. But if — 

10. K. Kt. P. one sq. 10. Q.Kt. to B. third sq. 

11. Q. B. P. one sq. 11. Q. takes Q. Kt. P. 

and wins. 

(A.) 

8. Q. to adv. Q. B. sq. 8. K. to his second sq. 

checking. 

If he take Q. B. P. you interpose Q« Kt. &c. But if — 

9. Q. takes K. B. or 9. Q. to adv. Q. B. sq. 

Q. Kt. P. checking. 

10. K. to his second sq. 10. Q. takes Q. B. P. 

checking. 

11. K.toK.B. third sq. 11. Checkmates in three 

moves. 
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SECOND VARIATION. 



6. Q. takes B. 6. Kt. takes Q. 

7. B. takes Q. 7. K. B. takes P. ch. 

8. K. to his second sq. 8. K. takes B. 

If he play K, Kt. to R. third square^ you play K. B. 
to Q. Kt. third square, and if he then take K. B. P. 
you move K. Kt. to K. sixth square, gaining a pawn 
at the least. If he play K. R. P. one square, you play 
K. B. to Q. fifth square, and if he then play Q. B. P. 
one square, you should move Kt. to adv. K. B. second 
square. Finally, if he play — 

9. K. B. takes P. 9. K. R. to K. B. sq. 

10. K.B.toQ.Kt. third 10. K.B. to Q. fifth sq. 

square. 

11. Q. B. P. one sq. 11. K. R. checks. 

12. K. to his square. 12. K. B. to Q. Kt. third 

square, vanning a pawn. 



c2 



20 



kino's bisaop's game. 



THIRD GAME. 



Black. fVkUe. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. to K. R. fifth sq. 3. Q. to K. second sq. 

4. K.Kt. to B. third sq. 4. Q. P. one square. 

5. K. Kt. to its fifth sq. 5. K. Kt. to B. third sq. 

6. K. B. takes K. B. P. 6. K. to Q.vsquare. 

checking. 

7. Q. to K. R. fourth 7. K. R. to K. B. sq. 

square. 

8. K.B. to Q.B. fourth sq. 'I 

The move now recommended to the White by raoet 
authors^ ineludmg even Ponziani and Ercolb dbl R^^j; 
is to take K. P. with K. Kt. having, as they conte^,^ 
a forced won game. I think, on the contrary, t£pit' 
it is a bad move ; and accordingly, in the First Seri^^^ 
page 63, I recommended 'the White to play K. Kt. % 
its fifth square. I shall>now proceed to show, thi^i 
taking the pawn with the knight is bad play, premism^ 
that the leading move against it is to be found in the 
Sixth Edition of Studies of Cfaess, containing Philidor's 
Analysis, page 63. 

We shall suppose the White to play— 

8. K. Kt. takes K. P. 
9» Q. P. two squares. 



V. 
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If you take Q. P. he will take K. Kt. with the queen. 
If you check with K. B. he will interpose Q. B. P. and 
if you take it with K. Kt. he will retake with Kt. P. 
having nothing to fear from the check by discovery. 
Therefore — 

9. K.Kt. takesK.B.P. 

10. P. takes K. B. 10. K. Kt. takes K. R. 

11. Q. Kt. to Q. B. third sq. 

FIRST DEFBNCS. 

11. Q. B. P. one sq. 

12. P. takes P. 

* 

If you play Q. to K. ^quare^ Black will checkmate 
in three moves. If you play Q. to her second square, 
he will check with Kt. at K. sixth square, winning the^ 
queen. Therefore — ^ 

12. Q. to K.B. third sq. 

13. Q. Kt. to K. fourth sq: 

• .' _ : ■ '• 

* You must lose the queei^, for if you play Q. to 
K. Kt. third square, or to |^.B. fourth square, he will 
checkmate in two'moveS. v 



SmCOND DEFBNe'fi 



11. K. R. p. one sq. 
12.Q.Kt. to Q. fifth sq. 



22 king's bishop's oame. 



In the firit place. 

12 Q. to her second sq. 

13. K. Kt. to K. sixth 13. K. to his square. 

sq. checking. 

14. Q.Kt.takesQ.B.P..14. K: loB.^ second sq. 

checking. . '. i .{ i 

15. K. Kt. to K. B. fourth^iq. ch^efes, and wins. 



<■ •^A 



In the. secjsnd plaMe. 






' 12. Q;;toK. aq. V| 

13. K. Kt. to K. sixth 1«. K. to Q, sei^fmd sq- J \ 

sq; checking; 1 f ":•• • ^ .'; '-K > 

U. Q.Kt.takesQ.B.R ■ ^' '""- 

. ' .... ^ ■ , f * 

If you play Q. to K. B. second squat^ Black will ; 
check with the pawn^ and win the queen at the least/^^' 
for if you take the pawn with the Mn^, he will cheek- :; 
mate you in three moves. Therefoite-— 

14. Q. toK.'^econd sq. >, 

15. Q. t£J£es Q. 15. K. take^ Q, 

16. Kt. takes K. R. 16. K. takes Kt. 

17. Kt. takes Q. R. and wins easily. 



H -» 

■ > I 



THIRD DEFENCE. 

11. Q. to K. B. third 8< 






12, Q.B.toK. third sq. 
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Black has a forced won game, for if you play Q, B. P. 
one square, he will play Q. Kt. to K. foisMh square, 
compelling you either to allow the check by discovery, 
which has been t^hown to be fatal, or to play Q. to K. 
second square, in which case he takes the pawn with 
the pawn, winning easily. There remains only the 
move of the king to examine^ for if you play any other 
piece or pawn^ he will move his Kt. to Q. £fth square, 
compelling you to allow the discovered check. There- 
fore — 

In the first place, 

12.. K. to his square. 

13. Q.Kt. to Q. fifth sq. 13. Q. to her square. 

14. Q. to K. R. fifth sq. checking. 

If you play K. to Ci. second squai^, Black wlfl play 
Kt. to K. B. seventh squar^, and on your removing Q. 
to K. square, .he will move Q. to K. B. fifth square, 
winning. But if — 

14. K. Kt* P. one sq. 
15.' Q. takes ,K. R. P. 15. Q. B. to Q; second 

square. 
16. K. Kt. to K. sixth sq. winning the queen. 

In the second place, 

12. K. to Q. ^cond sq. 
13. K. B. to K. sixth sq. checking. 
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If you play K. to Q. B. third square, he will check- 
mate you in two moves. Therefore — 

13. K. to Q. sq. or (A.) 

14. Q. Kt. to Q. fifth 14. Q. to adv. B. sq. 

square. checking. 

15. K. to Q. second sq. 

If you check with rook at adv. B. second square, 
he will play K. to Q. B. third square. But if — 

15. Q. takes K. Kt.P. 
checking. 

16. K. to Q. B. third 16. Q. B. takes B. 

square. 

17. K. Kt. takes B. ch. 17. K. to Q. B. square 

or (B.) 

18. Kt. takes R. 18. Q. takes Kt. 

19. Q. to K. Kt. fourth 19. K. to Q. square. 

sq. checking. 

20. Q. B. checks. 20. K. to his square. 

21. Q. toadv.Q.B. sq. 21. K. to K. B. second 

checking. square. 

22. Q. R. ch. and wins easily. 

(A.) 

13. K. to his square. 

14. Q. Kt. to Q. fifth 14. Q. checks. 

square. 

15. K. to Q, second sq. 
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If you take the rook, he will checkmate you in four 
moves. Therefore — 

15. Q.takesK.Kt.P.ch. 

16. K. to Q. B. third sq. 

If you take K. B. he will take Q. B. P. and after- 
wards Q. B. with K. Kt. If you play Q. Kt. to R. third 
square, defending Q. B. P. he will speedily win by 
playing K. Kt. to K. fourth square. If you play — 

16. Q. to K. seventh sq. 

17. Kt. takes Q. B. P. 17. K. to Q. square. 

checking. 

18. Kt.toK.B. seventh 18. K. takes Kt. 

sq. checking. 

19. Checkmates in fourmoves. 

(B.) 

17. K. to Q. second sq. 

18. Kt. takes R. ch. 18. K. to Q. B. third sq. 

19. Q.Kt.toK. seventh 19. K. to Kt. fourth sq. 

sq. checking. 

20. Checkmates in, two moves. 



FOURTH GAME 
Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 
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3. Q. B. p. one sq. 3. Q. P. one square. 

4. Q. P. two squares. 4. P. takes P. 

5. P. takes P. , 5. K. B. checkT. 

6. K. to B. square. 

This is not a good move for the Bhick : he ought to 
have interposed Q. B. as^' however^ the proper defence 
is not very obvious^ I shall examine some moves that 
are likely to occur again«t it. You may venture this 
move against an antagonist who is slightly your infejior^ 
as you do notmcor much danger by it. 

■ ...... r.i 

6. Q. B. P. two sq. 

7. Q.toQ.Kt. third sq. 

FIRST DEFENCE. 

7. Q. to K. second sq. 

8. Q. R. P. one sauare. S. K.B.toQ.R.foiBrth 

square. 

9. Q. to Q. R. fourth 9. Q. Kt. to Q. B. 

» 

sq. checking. third square. 

10. Q. P. one square. 10. Q. totes P. 

11. Q. B. to Q. second 11. B. (a&es B. 

square. # 

12. Q. Kt. takes B. 12. Q. removes. 

13. P. takes Kt. and wins. 
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SECOND DEFENCE. 

7. Q. to her second sq. 

8. Q. R. P. one square*. 

If you play Q, Kt. P. two squares^ he will play K. B. 
to Q. fifth square^ or to K. second square. If — 

8. K:B. to Q. R. 
;*: fourth square. 

9. K. B. to Q. Kt. fifth 9, t3[; Kt. to B. third 

square. * square. 

IQ. Q. P. one sq. and will win: 

No. 2. 

6. Q. tp K. B. third" 

sjjuare. < 

FIRST ATTACK. 

7. K. P. one square. 

If you play Q. to K. R. fifth squarcl;, he will play 
K. Kt. to B. third square. But if — 

7. P. tikes P. 

8. Q. checks. 8. Q. Kt. to B. third 

square. 

9. Q. P. one square. 9. Q. to K. R. fifth sq, 
10. K. B. to K. second sq. and wins. 
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sbcond attack. 

7. Q. checks. 7. Q. Kt. to B. third 

square. 

8. Q. P. one square. 8. Q. to her fifth sq. 

If he play Q. to Q. Kt. third square^ you should play 
Q. Kt. to Q. R. fourth square. If he play Q. Kt. to 
Q. R. third square^ you should take the knight with 
the bishop. But if he play — 

9. K. B. to K. second 9. K. B. to Q.B. fourth 

square. square. 

You have now the best of the game. 

No. 3. 

6. Q. to K. second sq. 

7. Q. R. P. one square. 7. K.B.toQ.R. fourth 

square. 

8. Q. checks. 8. Q. Kt. to B. third 

square. 

9. Q. P. one square. 9. Q. takes P. 

10. Q. Kt. to Q. second 10. B. takes Kt. 

square. 

11. B. takes B. 11. Q.B. toQ. second 

square. 

12. Q. R. to K. square. 12. Kt. to K. fourth sq. 

13. Q. takes B. ch. 13. K. takes Q. 

14. R. takes Q. 14. K. B. P. two sq. 

15. R. to Q. fourth sq. 

Black has evidently the best of the game. 
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No. 4. 

6. Q. to her second 
square. 

Perhaps the best move for the Black is K. B. P. two 
squares^ and afterwards K. Kt. to B. tMrd square^ 
having a position but little inferior to the White. But 
suppose he were to play — 

FIRST ATTACK. 

7. K. B. takes K. B. P. 7. Q. takes B. 

checking. 

8. Q. checks. 8. Q. Kt. to B. third 

square. 

9. Q. P. one square.* 9. K. B. to Q.B. fourth 

square. 

10. K.Kt. to B. third sq. 10. Q. B. to Q. second 

square. 

11. P. takes Kt. 11. B. takes P. 

You have the best of the game.' 

SECOND ATTACK. 

7. Q. to Q. Kt. third 7. K. B. to Q.R. fourth 

square. square. 

He ought now to play K. B. P. two squares^ or 
K. Kt. to B. third square. But suppose he playr- 

8. K.B. takes P. ch. 8. Q. takes B. 
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sbcond attack. 

7. Q. checks. 7. Q. Kt. to B. third 

square. 

8. Q. P. one square. 8. Q. to her fifth sq. 

If he play Q. to Q. Kt. third square^ you should play 
Q. Kt. to Q. R. fourth square. If he play Q. Kt. to 
Q. R. third square^ you should take the knight with 
the bishop. But if he play — 

9. K. B. to K. second 9. K. B. to Q.B. fourth 

square. square. 

You have now the best of the game. 

No. 3. 

6. Q. to K. second sq. 

7. Q. R. P. one square. 7. K.B.toQ.R. fourth 

square. 

8. Q. checks. 8. Q. Kt. to B. third 

square. 

9. Q. P. one square. 9. Q. takes P. 

10. Q. Kt. to Q. second 10. B. takes Kt. 

square. 

11. B. takes B. 11. Q.B. toQ. second 

square. 

12. Q. R. to K. square. 12. Kt. to K. fourthsq. 

13. Q. takes B. ch. 13. K. takes Q. 

14. R. takes Q. 14. K. B. P. two sq. 

15. R. to Q. fourth sq. 

Black has evidently the best of the game. 



KING S BISHOP S GAME.. 29 



No. 4. 

6. Q. to her second 
square. 

Perhaps the best move for the Black is K. B. P. two 
squares^ and afterwards K. Kt. to B. third square^ 
having a position but little inferior to the White. But 
suppose he were to play — 

FIRST ATTACK. 

7. K. B. takes K. B. P. 7. Q. takes B. 

checking. 

8. Q. checks. 8. Q.Kt. to B. third 

square. 

9. Q. P. one square. • 9. K. B. to Q.B. fourth 

square. 

10. K.Kt. to B. third sq. 10. Q. B. to Q. second 

square. 

11. P. takes Kt. 11. B.takesP. 

You have the best of the game.' 

SECOND ATTACK. 

7. Q. to Q. Kt. third 7. K. B. to Q.R. fourth 

square. square. 

He ought now to play K, B. P. two squares^ or 
K. Kt. to B. third square. But suppose he playr- 

8. K.B. takes P. ch. 8. Q. takes B. 
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9. Q. to Q. R. fourth 9. Q. Kt. to B. third 
square, checking. square. 

10. Q. P. one square. 10. K. B. to Q. Kt. 

third square. 

11. K. Kt. to B. third 11. Q.B. toQ. second 

square. square. 

You have the best of the game. 



FIFTH GAME. 

Black. White 

1. K. P. two squares. 1. K. P. two squares. 

2. K.B. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. B. P. one square. 

In the First Series^ page 31, I stated, that though 
perhaps the best move for the second player be Q. to K. 
second square, yet I was mclined to think that he might 
also play Q. P. two squares. I now submit this 
move to the reader, with several variations arising 
from it ; I am still doubtful as to its propriety, not 
because I have discovered any move to prove its 
fsdlacy, but as it is not mentioned by any writer on 
Chess, it is natmral to conclude that it has been exa- 
mined and found incorrect, and that I have overlooked 
the proper way of opposing it, still it is possible that it 
may have been condemned without due examination. 
Should it ultimately prove to be a soimd move, it will 
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form an intereeting variation of the Bishop's Game^ 
which is often objected to from its want of variety. 

3. Q. P. two squares. 

If he take the pawn with the pawn, you will take 
K. B. P. checking, and if he take your bishop, you 
check with Q. at K. R. fifth square, recovering the 
piece with a better position. Therefore — 

4. K. B, takes P. 4. K. Kt. to B. third 

square. 

5. Q. to Q. Kt. third 6. Castles, 
square. 

In a subsequent game K. Kt. takes B. 

6. K.B. takes Q.Kt.P. 6. B. takes B. 

7. Q. takes B. 7. Q. to her sixth sq. 
S. Q. takes Q. R. 

You might now win the queen by playing Q. to Q. R. 
third square, and afterwards Q. Kt. to Q. second square, 
and your game woul4 certainly not be inferior to the 
Black's. But suppose you play — 

8. Q. B. p. onesq. 

9. Q. to Q.Kt. seyenth 9. Q. takes P. ch. 

square. ' 

f 

le^fRSfr DBF£irCE. 

10. K. to B. square. 10.; Q. to Q.B. seventh 

square. 
U.K. Kt. P. one sq. 11. Q. takes B. ch. 
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12. K. to K. Kt. second 12. Q. to adv. K. sq. 
square. 

13. K. Kt. to R. third 13. Q.toK. fifth square, 
square. checking. 

14. K. to Kt. square. 14. K. Kt. to its fifth 

square. 

You have a fine attacking game. 

SECOND DEFENCE. 

10. K. Kt. to K. second 10. Q. takes K. Kt. P. 

square . 

11. K.R. toK.B.sq. 11.* K. Kt. to its fifth 

square. 

In the first place, 

12. Q. P. two squares. 12. P. takes P. 

13. Q. B. P. takes P. 13. K.Kt.takesK.R.P. 

or (A.) (B.) 

14. P. takes B. 14. K. Kt. checks, and 

wins rook and knight. 

(A.) 

13. K. Kt. takes P. 13. K. R. checks. 

14. Q. B. to K. third 14. Kt. takes B. and 

square. wins. 
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(B.) 

13. Q.B. to K.B. fourth 13. P. to Q. sixth sq. 

square. 

14. B. takes Kt. 14. P. takes Kt. 

15. I^. takes P. 15. R. checks, and wins 

easily. 

In the second place. 

12. Q. P. one square. 12. K.Kt.takegK.R.P. 

13. Kt. to K. Kt. third 13. Kt. takes K. R. 

square. 

14. Kt. to K. fourth sq. 14. Q. to adv. K. Kt. 

square. 

If he take K. B. he will be checkmated in three 
moves. If he play Q.B. to K. third square^ you check* 
mate him in two moves. If he play — 

15. Q. to Q. Kt. third 15. Kt. toK. Kt. sixth 

square. sq. checking. 

16. K. to Q. second sq. 16. Kt. takes Kt. ch. 

17. P. takes Kt. 17. R. checks. 

18. K. removes. 18. Q. checkmates. 



SIXTH GAME. 
Black. White. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K.B. to Q.B. fourth 2. K.B.toQ.B.foiirth 

square. square. 

D 
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3. Q. B. P. one square. 3. Q. P. two squares. 

4. B. takes P. 4. K. Kt. to B. third 

square. 

5. Q. to Q. Kt. third sq. 5. Castles. 

6. K. B. takes Q. Kt.P. 6. B. takes B. 

7. Q. takes B. 7. Q. to her sdetksq^ 

If he play K. Kt. to B. third square^ you should 
play Q. Kt. to Q. seccnd squaie. But suppose he 
'play— .♦ 

8. K. B. P. one square. 8. Q.Kt. to Q. second 

square. 

* 

^ prksf i)Br£NtA. 

9. Q. takes Q. B. P. 9. B. to Q. Kt. third 

square. 

If he play Q. to Q^ Kt. seventh square^ you should 
play Q. Kt. to Q. B. fourth square^ winning the 
qu^n. iTiefefol-e — 

10. Q. to Q. B. sixth 10. Kt. toQ.B. fourth 

square. square. 

11. Q. R. 1*. two sq. 11. Q. to Q.B. seventh 

square. 

12. Q.Kt. to R. third sq. 12. Kt. checks. 

13. K. to his second sq. 13. Kt.takesB. checks, 

and wins easily. 

sbI^oNd dbpbngb. 

% ii. tA Q. B. si]ith 9. Q. R. to Q. Kt. 

square* square. 
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In the first place. 

10. Q. Kt. P. two sq. 10. Q. R. to Q. Kt.third 

square. 

11. Q. to Q. R. fourth 11. K. Kt. takes K. P. 

square. 

If be take K, B. you retake with K. Kt. and after- 
wards take Q, Kt. with Q. R. Therefore — 

12. K. B. P. takes Kt. 12. Q. R. to K.B. third 

square. 

13. K. Kt. to K. second 13. Kt. to Q. Kt. third 

square. square. 

14. Q. to Q. Kt. third 14. K. B. checks. 

square. 

15. K. to Q. square. 15. Kt. to Q.B. fifth 

square. 

16. Q. B. moves. 16. Kt. to K. sixth sq. 

checking. 

17. K. to Q. B. square. 17. Q. takes Kt. and 

wins. 

In the second place. 

10. Q.Kt.toaR.third 10. Q. R. to Q. Kt.third 
square. square. 

If he take Q« B. P. you should play K. R, to Q. R. 
square^ and then K. Kt. to K. square. But if — 

11.. Q, to Q. R. fourth 11. K.B. takes Q.Kt. 
square. 

d2 
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12. Q.take8K.B.or(A.) 12. Q. R. to its third 

square. 

If he play Q. to Q. Kt. fourth square, or to K. seventh 
square, you will win his queen. 

13. Q. to Q. Kt. third 13. K. Kt. takes K. P. 

square. 

14. P. takes Kt. 14. Q. takes P. ch. 

15. Kt. toK. second sq. 15. Kt. to Q.B. fourth 

square. 

16. Q. to Q. Kt. fifth sq. 16. Kt. checks & wins. 



(A.) 



Black. fVhUe. 

1.- K. P. two squares. 1. K.;P. two squares. 

2. K. B. to Q. B. fourth 2. fC. B. to Q. B. fourth 

square. square. 

3. Q. B. P. one square. 3. Q. P. two squares. 

4. B. takes P. 4. K. Kt. to B. third sq. 
5« Q. to Q. Kt. third sq. 5. Ckistles. 

6. K.B. takes Q.Kt.P. 6. B. takes B. 

7. Q. takes B. 7. Q. to her sixth sq. 

8. K. B. P. one sq. 8. Q. Kt. io Q. second 

square. 

9. Q. to Q. B. sixth sq. 9. Q. R. to Q. Kt. sq. 
10. Q.Kt. to Q.R. third 10. Q, R. to Q. Kt. third 

square. ; square. 
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11. Q. to Q.R. fourth 11. K. B. takes Q. Kt. 

square. 

12. P. takes K. B. 12. Q. Kt. to Q. B. 

fourth square. 

13. Q. to her square. 13. Q. to Q. B. fifth sq. 

If he play Q. P. one or two squares, you cheek with 
Q. Kt. and win either Q. B. or K. R. If he play Kt. 
to K. second square, you also check with Kt. and 
then play Q. to Q. B. fourth square. If he play Q. to 
K. second square, you check with Kt. and then play 
K. Kt. to K. R. fourth square, in order afterwards to 
play K. B. P. two squares. Finally, if he play — 

14. K. to K. B. seiioiid 14. K. Kt. takes P. eh. 

square. •:, 

15. P. takes Kt. 15. .:ti. R. checks. 

16. Kt. to B. third sq. liS, Kt. to Q. sixth sq. 

checking. 

17. K. to his third sq. 17. Q. R. to K. B. fifth 

square. 

18. Kt. to K. Kt. fifth 18. Kt. to K. B. seventh 

Square. square, winning 

the queen. 



.SEVENTH GAME. 
Bldeki. ;-^ fVhiie. 

1 . K. P. two Squares. 1 . K.P. two squares, 

2. K. B. to Q. JB; fimrth 2. K. B. to Q. B. fourth 

square. square. 
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3. Q. B. P. one sq, 3. Q. P. two squares. 

4. B. takes P. 4. K. Kt. to B. third sq. 

5. Q. to Q. Kt. third sq. 5. Castles. 

6. K. B. takes Q. Kt.P. 6. JB. takes B. 

7. Q. takes B. 7. Q. to her siwth sq. 

8. K. B. P. one sq. 8. Q. Kt. to Q. second 

square. 

FIRST DEFENCE. 

9. Q.toQ.Kt. third sq. 9. K. Kt. takes K. R 

10. P. takes Kt. 10. Q. takes P. ch. 

11. K. Kt. to K. second 11. Q. takes K. Kt. P. 

square. 

12. K. R. to K. B. sq. 12. K. P. one square, 

and has a fine attacking game. 

SECOND Defence. 

9. K. Kt. to K.R. third 9. Q. B. P. one sq. 
square. 

In the first pUice. 

10. Q. takes Q. B. P. 10. Q. to Q. B. fifth sq. 

11. Q. to Q.Kt. seventh 11. Q. R. to Q. Kt. sq. 

square. 

12. Q. Kt. P. one sq. 12. Q. to her sixth sq. 

13. Q. to Q. B. sixth 13. K. R. to Q. B. sq. 

square. 

14. Q. to Q. R. fourth 14. Q. Kt. to its third 

square. square* 
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15. Q. to Q. R. fifth aq. 15. Kt. takesK.P. 

16. P. takes Kt. 16. Q. tak«a P. ch. 

17. K. to K. B. sqiiare. 17. R.to.Q. fi. tlurd 

square, and has a forced won game. 

. In the second place. 



10. Q. to Q. Kt' third 10. 
square. 



1 1 . P. takes Kt. 

■Xfi. K« to K- B- nquare. 

13. K. to his square. 

14. K. to K. B. square. 

1 5. Q. P. one squu%. 

16. Q. P. one i9quqi%. 

17. P. takes B. 

18. K- to B. second sq. 

19. R, takfi3 Q. 

20. K. takes R, 



1. 

% 

3. 

4. 
5. 

6. 

7. 

8. 

9. 

20. 



K. Kt. takes P. 

Q. tak«9 P. oh. 
Q. to K. B. fourth 

sq. checking. 
Q. to K. Kt. fifth sq. 
&. R. to K. square. 
Ky P. one square. 
K- P- 096 square. 
P. checks. 
Prh^come^aQ. ch. 
^. takes R. 
Q. R. checks, and 

wins easily. 



EiaHTJI QAJME. 

Black. Wkiie. 

1 . K.P. two squares. 1 . K. P. two squares. 

2. K. B. to Q. B. fourth 2. K. B. to Q. B. fourth 
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3. Q. B. P. one sq, 3. Q. P. {wo squares, 

4. K. B. takes P. 4. K. Kt. to JB. third sq. 

5. Q. to Q. Kt. third sq. 5. K. Kt. takes B. 

No. 1. 

6. P. takes Kt. 6. Q. to K. Kt. fourth 

square. 

7. Q. to Q. R. fourth 7. Q. B. to Q. second 

sq. checking. square. 

8. Q. to K. fourth sq. 8. Q.B. to K. B. fourth 

square. 

FIRST METHOD. 

9. Q. takes K. P> ch. 9. K. to Q. square. 

10. Q. to K. Kt. third 10. K. R. checks. 

square. 

11. K. to Q. square. 11. Q. to K. second sq. 

12. K. B. P. one sq. 12. K. B. takes Kt. and 

wins. 

SECOND METHOD. 

9. Q. to K. B. third sq. 9. K. P. one square. 

10. Q. to K. Kt. third 10. Q. takes Q. 

square. 

11. R. P. takes Q. 11. Q. Kt. to Q. second 

square. 

White's game is certainly not inferior to Black's. 
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No. 2. 

6. Q. takes Kt. 6. Q. takes Q. 

7. P. takes Q. 7. Q. B. to K.B. fourth 

square. 

8. K.Kt. to B. third sq. 8. K. B. P. one sq. 

FIRST METHOD. 

9. Castles. 9. Q. B. to Q. sixth sq, 

10. K. R. to K. square. 10. Castles. 

1 1 . Q. Kt. P. one sq. 11. K. P. one square. 

If he play Kt. to K. R. fourth square, you should 
play K. B. R one square, threatening to win the Kt. 
by playing K. Kt. P. two squares. If he play Kt. to 
Q. fourth square, you should take it with K. B. and 
then play Q. Kt. to Q. second square. 

SECOND METHOD. 

9. K. to his second sq. 9. K. P. one square. 

In the first place, 

10. K. Kt. to R. fourth 10. Q. B. to Q. second 

square. square. 

11. K. Kt. P. onesq. 11. Q.B. to Q.Kt. fourth 

sq. checking. 

12. K. to his square. 12. Q. B. to its fifth sq, 
recovers' the pawn with a superior ppsition. 
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In the second place. 

10. K. Kt. to its sq. 10. Q. Kt. to Q. «ec<md 

square. 

11. Q. B. P. one sq. 11. Q. Kt to K. fourth 

square. 

12. Q. Kt. P. one sq. 12. Q.Kt. to Q. sixth sq. 

checks and wins. 



■W*»*—"»^»W»< 



NINTH GAME. 

Black. fVkUe. 

1 . JBT. P. two squares. 1 . K,P. two squares. 

2. K. B. to Q. B. fourth 2. K. B. to Q. B. fourth 

square. square. 

3. Q. B. P. one sq, 3. Q. P. two squares. 

4. B. takes P. 4. K. Kt. to B. third sq. 

5. Q. checks. 5. Q. B. P. one sq. 

FIRST ATTACK. 

6. Q. p. two squares. 6. P. takes P. 

7. P. takes P. 7. B. to Q.Kt. third sq. 

8. Q. Kt. to B. thiid 8. Castles. 

square. 

9. B. removes. 9. B. takss P. and has 

a good game. 
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SECOND ATTACK. 

6. K. B. takes K. B. P. 6. K. to K. B. sq. 

checking. 

If he play Q. to Q. B. fourth square, you play Q. to 
K. second square^ and will win, for if he play Q. P. 
one square, you play Q. Kt. P. two squares : if, instead 
of Q. P. he play Q. Kt. P. two squares, or Q. R. P. 
two squares, you play K. B. to Q. Kt. third square. 
Therefore— 

7. Q. to Q. Kt. third 7. K. Kt. takes P. 

square. 

In the first place , 

8. Q. to Q. B. fourth 8. K. B. takes K. B. P. 

square. checking. 

9. K. to K. B. sq. 9. Kt. to Q. third sq. 

and wins. 

In the second place. 

If he play K. B. to K. R. fifth square, you should 
play Q« to K. B. third square. But if-^ r 

8. K. Kt. to K. B. third 8. Kt. takes K. B. P. 
square. 
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9. K. R. to K. B. 8q. 9. Kt. to Q. sixth sq. 

checking. 
10. K. to Q. square. 10. Q. to K. B. 
square, and has a fine game. 



TENTH GAME. 

Black. fVhiie. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. KB. to Q.B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. B. P. one square. 3. Q. P. two squares. 

4. jB. takes P. 4. K. Kt. to B. third 

square. 

5. K.B. toQ. B. fourth 5. K. Kt. takes P. 

square. 

6. Q. checks. 6. K. to B. square. 

7. Kt. to B. third sq. 7. K. B. takes P. ch. 

FIRST DEFENCE. 

8. K. to his second sq. 8. K. B. to Q. Kt. 

third square. 

9. K. B. takes K.B. P. 9. K.Kt.toB. seventh 

square. 
10. R. to B. square. 10. Q. B. to K. B. 

fourth square. 



I 
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In the first place. 

11. Kt/takes K.P. 11. Q. B. to Q. sixth 

sq. checking. 

12. Kt. takes B. 12. Q. takes Kt. ch. 

13. K. to his square. 13. K. takes B. and has 

a fine game. 

In the second place. 

11. K.B.toQ.B. fourth 11. Q. B. checks. 

square. 

12. B. takes B. 12. Q. takes B. ch. 

13. K. to his square. 13. Q.Kt. to Q. second 

square. 

14. K. R. takes Kt. 14. B. takes R. ch. 

15. K. takes B. 15. Q. Kt. P. two sq. 

16. Q. to Q. Kt. third 16. K. P. one square. 

square. 

17. K. Kt. to its fifth 17. Kt. to K.fourth sq. 

square. 

18. Kt. to Q. R. third 18. K. R. P. one sq. 

square. 

19. Kt. to K. R. third 19. K. to his second 

square. square. 

20. K. to Kt. square. 20. K. R. to K. B. sq. 

21. Q. to her square. 21. K. P. one square, 

winning the game. 
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SBCOND DEFENCE. 



1 . K. P. two squares. 

2. K. B. to Q.B. fourth 

square, 

3. Q. B. P. one square. 

4. B. takes P. 

5. K.B. to Q.B. fourth 

square. 

6. Q. checks. 

7. Kt. to B. third sq. 

8. K. to Q. square. 

9. K. R. to K. B. sq. 



1 . K. P. two squares. 

2. K.B. to Q.B. fourth 

square. 

3. Q. P. two squares. 

4. K. Kt to B. third 

square. 

5. K. Kt. takes P. 

6. K. to B. square. 

7. K. B. takes P. ch. 

8. K. B. to Q. Kt. 

third square. 

9. Q.Kt. toQ. second 

square. 



If he play Q. to B. second square, you should play 
Kt. to Q. third square. But if — 



10. K. B. takes P. 

11. Q. to Q.B. fourth 

square. 

12. Q. to her fifth sq. 

13. Q. takes K. P. 

14. K. Kt. to its fifth sq. 



10. Q. Kt. to Q, B. 

fourth square. 

11. K. Kt. to Q. third 

square. 

12. Q. B. P. one sq. 

13. Kt. takes B. 

14. Q. B. checks, and 

wins the game. 
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ELEVENTH GAME. 

Black. White. 

1 . K. P. two squares. 1 . K.P. two squares. 

2. K. B.to Q.B. fourth 2. K.B. toQ.B.fmrth 

square. square. 

^ 3. Q. B. P. one square. 3. Q. P. two squares. 

4. B. takes P. 4. .ST. Kt. to B. third 

square. 

5. K.B. to Q.Kt. third 5. Kt. takes P. 

square. 

6. Q. to K. second sq. 

No. 1. 

6. K. B. takes P. ch. 

7. K. to Q. square. 7. K. B* takes Kt. 

You might also play K. B. P. two squares. 

8. Q. takes Kt. 8. K. B. to Q. Kt. 

third square. 

9. Q. takes P. ch. 9. K. to B. sq. 

10. Q. P. two sqttares, and has the best of the 
game. 

No. 2. 

6. Q. to K. R. fifth 
square. 

7. K. Kt. tt^ B. titird 7. Q. tikm P. di. 

square. 

8. Q. takes Q. 8. B. takm Q. ch. 
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9. K. to his second sq. 9. B. to Q. Kt. third 

square. 

10. Kt. takes K. P. 10. K. Kt. to Q. third 

square. 

11. Q. P. two squares. 11. Castles. 

The game is about equal. 

No. 3. 

6. Kt. takes K. B. P. 

7. Q. takes P. ch. 7. Q. to K. second sq. 

8. Q. takes Q. 8. K. takes Q. 

9. Q. P. two squares. 9. B. takes P. 

You might check at Q. sixth square, and then take 
Q. B. 

10. P. takes B. 10. Kt. takes R. 

There is but little difference in the game. 



TWELFTH GAME. 

Black. White. 

1 . K. P. two squares. 1 . K. P, two squares, 

2. K. B. to Q. B. fourth 2. K.B. to Q.B. fourth 

square. square. 

3. Q. B. P. one square. 3. Q. P. two squares. 

4. B. takes P. 4. K.Kt. toB.thirdsq. 

5. Q. to K. B. third sq. 5. Kt. takes B. 

6. P. takes Kt. 6. Castles. 



king's bishop's game. 49 

7. Q. P. one square. 7. K. B. P. two sq, 

8. Q. B. to K. third sq. 8. K. P. one square. 

9. P. takes P. 9. P. takes P. 



FIRST DEFENCE. 

10. Q. takes P. 10. R. to K. square. 

If Black play Q. to Q. B. fourth square^ you should' 
take his bishop with yours, having nothing to fear from 
the discovered check. But if — 

11. Q. to her third sq. 11. Q. to K. Kt. fourth 

square. 

12. K. Kt. to K. second 12. B. takes B. 

square. 

13. P. takes B. 13. R. takes P. 

You have now a fine attacking game. 



SECOND DEFENCE. 

10. Q. to her square. 10. B. takes B. 

11. P. takes B. 11. Q. Kt. to B. third 

square. 

If Black take the knight he will lose the queen/ 
And if— 

12. K. Kt. to K. second 12. Kt to K. fourth sq. 

square. 

E 
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FIRST GAME. 

fVhiie. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. Kt. to B. third 2. K. B. to Q. third sq. 

square. 

3. K.B. to Q.B. fourth 3. K.Kt. to B. third sq. 

square. 

4. Q. P. two squares. 4. Q. Kt. to B. third 

square. 

5. P. takes P. 5. B. takes P. 

6. K. Kt. to its fifth sq. 6. Castles. 

7. K. B. P. two sq. 7. K. B. to Q. fifth sq; 

8. K. P. one square. 8. Q. to K. second sq. 

9. K. to B. square. 9. K. Kt. to K. sq. 

In the First Series, page 92, it is stated, that the 
White has now the best of the game, but that the suc- 
ceeding moves, to prove this, would be too difficult for 
the reader. The following are the moves alluded to :— - 

10. Q. toK.R. fifth sq. 10. K. R. P. one sq. 

11. K. R. P. two sq. 
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If he play any indifferent move, you play Q. to K. Kt. 
sixth square. But suppose he plays — 

1 1 Q. P. two squares. 
12. K. B. takes P. 



FIRST DSFSNCS. 

12.,Q. B. to K. third sq. 

13. kt. takes B. 13. P. takes Kt. 

14. B. takes Kt. 14. P. takes B. 

15. K. to his square, and you have evidently the 

best of the game. 

SECOND DEFENCE. 

^ • 

12. Q.B. to K.B. fourth 
square. 

13. Q. Kt. to R. third 13. Q. Kt. to its fifth 

square. square. 

14. K, Kt. to its third 14. Kt. takes B. 

square. 

15. Kt. takes B. 15. B. toK.Kt. third sq. 

16. Q. to K. B. third square, and has a good 

position, with a pawn more. 
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SECOND GAME. 



fVhite, Black. 

1 . K. F. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third 2. Q. P. one square. 

square. 

3. Q. P. two squ^^s. 3. Q,B. to K. Kt. ^h 

square. 

The next move recommended to the White in the 
First Series, page 106, is Q. B. P. one square. The 
following may also be played without much risk : — 

4. P. takes P. 4. B. takes Kt. 

5. Q. takes B. 5. P. takes P. 

6. K. B. to Q.B. fourth sq. 

If he play K. Kt. to B. third square, you play Q. 
to Q. Kt. third square. But if— ^ 

6. Q. to K. B. third sq. 

7. Q. to Q. Kt. third 7. Q. Kt. P. one sq. 

square. 

8. Q. Kt. to B. third 8. Q. B. P. one sq. 

square. 

9. Castles. 9. K. B. to Q. third sq. 

10. K, B. P. two sq. 10. P. takes P. 

11. Q. B. takes P. 11. B. takes B. 

12. Kt. to Q. fifth sq. 



t 
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In the first place. 

12. P. takes Kt. 

13. K. B. takes P. 13. Q. Kt. to B. third sq. 

14. R. takes Q. B. 14. Q. to her fifth sq. ch, 

15. R. to K. B. second 15. K. Kt. to K. second 

square. square. 

16. Q. B. P. one sq. 16. Q. to K. fourth sq. 

17. K. B. takes Kt. eh. 17. Kt. takes B. 

18. Q. takes K. B. P. 18. K. to Q. square. 

checking. 

19. Q. R. checks. 19. K. to Q. B. square. * 

20. Q. to her seventh square, checks, and wins 

easily. 

In the second place: 

12. Q. checks. 

13. K. to R. square. . 

If he remove K. B.you may che<?k with Kt. at Q. B. 
seventh square, which being taken with K. B. you take 
K. B. P. with K. B. and afterwards K. Kt. having a 
strong attack though with a piece less. But if he, 
play— 

13. Q. Kt. P. one sq. 

You might now also check with Kt. at Q, B. seventh 
square^ or you may play as follows : — 

14. K.B.takesQ.Kt.P. 14.. P. takes B. 

15. Kt. to Q. B. seventh 15. B. takes Kt- 

sq. checking. ' * . 



king's knight's gamb. 57 

}6. Q.takesK. B.P. ch. 16. K. to Q. square. 
17. Q. R. to Q. square, and has the hest of the 
game. 



THIRD GAME. 

fVhite, , Black. 

1. K. P. two squares. I. K. P. two squares. 

2. K.Kt. toB. third sq. 2. Q. P. one square. 

3. Q. P. two squares. 3. K. Kt. to B. third 

square. 

4. Q. B. toK. Kt. fifth sq. 



FIRST DEFENCE. 

4. K. P. takes P. 

5. Q. takes P. 5. K. B. to K. second 

. square. 

6. Q. Kt. to B. third sq. 6. Gastles. 

7. Castles. 7. Is^.Kt.toB.thirdsq. 

White's poBition in superiorrAo the Black's. 

... ^....,^ 

SECaND DEFENCE. 



< ' 



4. Q.B. to K.Kt. fifth 
square. 

5. P. takes P. 5. Q. B. takes Kt. 

6. Q. takes B. 6. P. takes P. 

7. Q. to Q.Kt. third sq. 
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« 

If he play Q. Kt. to Q. second square^ you should 
move K. B« to Q, B. fourth square. But if — 

7. Q. Kt. P. one sq. 

8. K. B. to Q. B. fourth 8. Q. to her second sq. 

square. 

9. Q. B. takes Kt. 9. P. takes B. 

10. Q. Kt. to Q. B. third 10. K. B. to K^Kt. 

square. second sq. 

11. Q. R. to Q. 4Bquare. 11. Q. to K. second sq. 

12. Q. Kt. to Q. fifth sq. 12. Q. to Q. B. fourth 

square. 

13. K. B. checks, and has a fine position. 



FOURTH GAME. 

fVhtte. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt.toB. third sq. 2. Q. P. two squares. 

3. Kt. takes K. P. 3. P. takes P. 

4. K. B. to Q.B. fourth 4. Q. to K.Kt. fourth 

« 

square. square. 

5. Q. P. two squares. 5. Q. takes K. Kt. P. 

6. K. R. to B. square. 

In the first place^ . 

6. Q.BvtoK. thirdsq. 

7. Q. P^ one s(iuare. 7. Q. Kt. toQ. second 

square. 
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8. P. takes B. 8. Kt. takes Kt. 

9. K.B. P. two squares. 9. P. takes P. en pas- 

sant. 

m 

10. Q.B. to K.B. fourth 10. R. to Q. square. 

square. 

1 1 . P. takes P. ch. 11. K. to his second sq. 

If^ instead of this move he we^ to take the pawn 
with the knight^ you would take chis knight with the 

bishop. 

* ' 

12. P. takes K. Kt. 12. !C. H. takes Kt. 

becomes a Kt. and chec^. 

13. K. B. to Q. third square, and has the best of 

the game. 

In th^ second place. 

6. Ci.B. to K.R. sixth 
square.. 

7. K. B. takes K. B. P. 7. K. to his second sq. 

checking. 

8. K. B. to Q. B. fourth sq. 

If he play K. Kt. to B. third square^ you shoukl 
move Q. B. to K. B. fourth square. If he take K. R. P. 
you should play Q. to K. R. fifth square. 

Black's third move is not the best he can play; 
Q. to K. second square is a much better move. 
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FIFTH GAME. 

fVkUe. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B. third 

square. 

3. K.B. to Q.B fourth 3. K. Kt. to B. third 
square. square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes K. P. 

In the First Series, page 123, it is stated^ that k. 
would be bad play for. the White to take the K. B. Py 
with the knight instead of with the bishop^ but that Xh». 
moves were two difficult for a beginner to understand; 
the following analysis' will^ if I mistake not, prove this 
assertion. Suppose then that the White play — 

5. K. Kt. tak^s K. B. P. 5. Q. to K. R. fifUi sq. 

No. 1. 

6. Castles. 6. K.B.toQ.B. fourth 

square. 

V 

FIRST M^THODJi . 

7. Kt. takes K. R. 7. K-t. takes K. B. P. 

8. R. takes Kt. 8. B. takes R. ch. 

9. K. to B. square. 9. K.'B. to Q. Kt. 

third square. 
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FIRST DEFENCE. 

10. K. B. checks. 10. K. to B. square. 

Inthe first place. 

11. Q. to K. square. 11. Q. to K. B. fifth 

sq. checking. 

12. K. to his second sq. 12. Q.. to K. Kt. fifth 

sq. checking. 

If you play K. to B. square^ he will'^heck with Q. at 
K. B. fourth square, then with Kt. at Q. fifth square, 
and on your moving K. to Q. ^sqpxftjt^ he will repeat 
the check at K. Kt. fifth square. ' Tl^refore — 

13. K. to Q, third sq. 13. Checkmates in six 

moves at most. 



. / 



In the second placid, . 

■ •■ ■' * • 
11. Q.toK. B. third sq. 11. Q.kt.toQ.jSfthsq. 

and wins easUy. 

In the third place. 

11. Q. to K. secbnd sq. ' 11. Q. takes K. R. P. 

12. K. to his square.^ 12. Q. to K. Kt. sixth 

sq. checking. 

13. K. to Q. square. 13. Q. Kt. to Q. fifth sq. 

14. Q. to K. R. fifth sq. 14. Q. P. two squares, 

winning easily. 
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SECOND DSFENCB. 

10. Q. to K, second sq. 10. Q. to K.B. fifth sq. 

checking. 

11. K. to his square. 1 1 . Q. Kt. to Q.fifth sq. 

12. Q. to her square, or 12. Kt. takes Q. B. P. 

to her third sq. checking. 

13. Q. takes Kt. 13. Q. to K. B. seventh 

sq. checking. 

14. K. to Q. square. 14. Q. to adv. K. Kt. 

sq. checking. 

15. K. to his second sq. 15. Q. takes K. Kt. P. 

checking. 

16. K. to his square. 16. Q. to K.B. seventh 

sq. checking. 

17. K. to Q. square. 17. Q. to K. B. sixth 

sq. checking. 

18. K. to his square. 18. K. B. checks. 

19. K. to B. square. 19. Checkmates in 

three moves. 



SECOND METHOD, 

1 . K. p. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. toB. third sq 

3. K. B. to Q.B. fourth 3. K.Kt. to B. third sq 

square. 

4. K. Kt. to iU fifth sq. 4. K. Kt. takes P. 
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5. K. Kt. takes K. B. P. 5. Q. to K. R. fifth sq. 

6. Castles. 6. K.B.to Q.B. fourth 

square. 

7. K. Kt. P. one sq. 7. Kt. takes K. Kt. P. 

In the first place. 

8. Kt. takes K. R. 8. Kt. takes R. 

9. Q. takes Kt. 9. Kt. to Q. fifth sq. 

If you play K. B. to Q. fifth square, or to K. second 
square, or Q. to her ^third square, he will take Q. B. P. 
&c. If you play — 

10. K.B.to Q.Kt, third 10. Kt. to K. B. sixth 
square. sq. checking. 

11. K. to Kt. second sq.. 11. K. P. one square. 

12. K. R. P, one.sq. 12. Q. P. two squares, 

: winning the game.' 

-' • • • 

In. the second place. 

8. P. takes Kt. . 8. Q. takes P. ch. 

9. K. to R. sqv^re. 9. Q. to K. R. sixth 

sq. cheokin^ 

10. K. to Kt. square. 10. Kt. to Q. fifth sq. 

1 1. K. B. to Q. fifth sq. 1 1. K. R. to K. B. sq. 

12. Kt. takes k1, P. 12. R.toK.B.fourthsq. 

winning easily. 
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THIRD METHOD. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K.Kt. to B. third sq. 

square. 

4. K. Kt. to Us fifth sq. 4. K. Kt. takes P. 

5. K. Kt. takes K B. P. 5. Q. toK. R.ffthsq. 

6. GastUs. 6. K.B.toQ.B. fourth 

square. 

7. Q. P. two squares. 7. K. B. takes P. 

8. Kt. takes R. 8. Kt. takes K. B. P. 



In the first place. 

m 

9. R; takes Kt. 9. B. takes R. ch. 

10. K. to B. square, 10. K. B. to Q.B. fourth 

• , square. 

11. Q. to K. second sq. 11. Q. to her fifth sq. 

12. K. to his square, as 12. Q. P. two squares. 

the best. 

13. Q. to K. B: square. 13. Q.B. to K. third 

square. 

14. K. B. to K. second 14. Castles. 

square. 

15. Kt.toK.B. seventh 16. R. to K. B. square, 

square. and has much the 

best of the game. 
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In the second place, 

5. B. checks. 9. K. to B. square. 

10. R. takes Kt. 10. Q. takes R. ch. 

11. K. to R. square. 11. Q. P. one square. 

12. K. B. to Q. fifth sq. 12. Q. B. to K. Kt. fifth 

square. 

13. K.B. to its third sq. 13. B. takes B. 

14. P. takes B. 14. K. to Kt. square, 

afterwards takes the knight, and will have 
the hest of the game. 

No. 2. 

1 . K.P. two squares. 1 . K. P. two squares. 

2. K.Kt.toB.tUrdsq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K.Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. K.Kt.takesK.B.P. 5. Q. to K. R. fifth sq. 
.€. K. Kt.R onesq. 6. Kt. takes K. Kt, P. 



FIRST DEFENCE. 

4 4 ' 



7. K. B. P. take^ Kt. 7. Q. to K. fifth sq. ch. 

8. Q. to K. second sq. 8. Q. takes R. ch. 

9. Q. to B. s^^re. 9. Q. toK. fifth sq. ch. 

10. Q. to K. second sq. 10. Q. takes Q. ch. 

11. K. takes Q. ,11. Kt. to Q. fifth sq.ch. 
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12. K, to Q. square. 12. Q. Kt. P. two sq. 

13. Kt. takes R. 13. P. takes B. 

14. Q. B. P. one sq. 14. Kt. removes, and has 

much the hest of the game, as he will win 
K. Kt. . • . 

SECOND DBFENCB. 

7. R. to Kt. square. . 7. Q. to K. fifth sq.ch. 

8. K. B. to K. second 8, Kt. takes B. 

square. 
9.- Q. P. one square. 9. Q. ito K. B. fourth 
square, and has evidently the hest of the 
game. > 

No. 3. 

i . K. P. two sqitares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. Kt. takes K. B. P. 5. Q. to K. R. fifth sq. 

6. Q. to K. second sq. 

It would not be good play to move K. B. to Q. B. 
fourth square^ because you would at once play K^ Kt. P. 
one square : it is better to play— 

6. Q.Kt.toQ.fifthsq. 
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FIRST DEFENCE. 

7. Q. to K. B. sq, 7. Q. Kt takesQ.B.P. 

checking. 

If you play K. to hU'seCond square; he will move 
K. Kt. to Q, third sqiiaire; &q. • Therefore — 

8. K. to Q. squarie. 8. Kt. takes R. 

9. K. Kt. P. one sq.^ ^9. Kt. takes R. B. P. 

' .'• :-;. cheeking. 

10. K. to his square. / IQ, • Q. to K. fifth sq.ch. 

11. K. takes Kt:' v LM. K; B. checks and 

• •' " ; • ? • 

>. . ,-''i V Wins. 



■^ ^ V- 



sitJo^Jfo iSfEFKNCE. 



zfi: 



7v Q. to her liiird sql* 7* Q* take^K.B. P. ch. 

8. K. to Q. square. 8. Q. P; two squfires. 

9. K. R. P. one sq- - 9. Q. takes K; Kt. P. 

winning easily. 

THIRD' DEFENcif 

7. K. Kt. P* one sq. 7. Kt. takes Q. 

8. P. takes Q. 8. Kt. to Q. fifth sq. 

9. Q. P. one square. 9. Kt. to Q. third sq. 

10. Kt. takes R. 10. Kt. takes P. ch. 

11. K. to Q. square. 1 1 . Kt. takes R. and has 

the best of the game. 



f2 
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No. 4. 

1 . K. P. two squares. I. K. P two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K.Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. K. Kt. takes K. B. P. 5. Q. to K. R. fifth sq. 

6. K. R. to K. B. sq. 

After long examination, I find it would not be good 
play for the Black to move K. B. to Q. B. fourth square ; 
(if, however, he were to do so, and you were to take 
his K. R. he would checkmate you in seven moves), 
because you would play K. Kt. P. one square, and ulti- 
mately have the best of the game. It appears to me 
that the best move for the Black is«— 

6. Q. P. two squares. 

7. K. B. takes P. 7. Q. B. to K. Kt. fifth 

square. 

8. K. Kt. P. one sq. 8. Q. toK.R.fourth sq. 

9. K. B. P. one sq. 9. Q. takes K. R. P. 

FIRST DEFENCE. 

10. K. B. takes Q. Kt. 10. P. takes B. 
. checking. 
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FIRST VARIATION. 

11. Kt. takes K. R. 11. Q. takes P. ch. 

12. K. to his second sq.l2. Q. to K. Kt. seventh 

sq. checking. 

If you play K. to his square^ he will play Kt. to K. Kt. 
sixth square. If you play K. to Q. third square, he 
will play Kt. to K. B. seventh square, winning easily. 
Therefore — 

13. K. to his third sq. 13. Kt. toK.B. seventh 

square. 

14. R. takes Kt. as you may play Q. to K. second 

square, see (A.) 

14. K. B. checks. 

If you move K. to Q. third square, he will take the 
rook with the queen, winning easily. But if — 

15. K. to his fourth sq. 15. Q. takes R. 

If you take Q. B. he will checkmate you in three 
moves ; if you play Q. B. P. one square, see (B.) 
Suppose you now play— 

16. Q. P. two squares. 16. Castles. 

If you play Q. B. to K. third square, he will check 
you with Q. B. at K. B. fourth square, and then take 
Q. B. having a forced won game. 
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17. Q. B. p. one sq. 17. P. takes P. 

If you take his Q. B. he will play P. to Q. sixth 
square, winning the game whatever you may do. And 
if— 

18. Kt.toK.B. seventh 18. Q. B. takes P. ch. 

square. 

19. Q. takes B. 19. R. checksv 

20. K. to B. fourth sq. 20. K. Kt. P. checks. 

21. Kt. takes P. 21. R. to K. B. sq. ch. 

22. K. to his fourth sq. 22. R.' takes Q. 

23. Kt. takes R. 23. Q. to Q. B. seventh 

sq. checking. 

24. K. to his fifth sq. 24. Q. takes Q. B. win- 

ning easily. 



(A.) 



BEGINNING AT THE FOURTEENTH MOVE OF THE 

FIRST VARIATION. 

mae. Black. 

1 . K. p. two sqtMrea. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. Kt. to B. third sq, 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. K.Kt.takesKB.P. 5. Q. to K. R. fifth sq, 

6. K. R. to K. B. sq. 6. Q. P. two squares. 
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7. K. B. takes P. 7. Q. B. to K. Kt. fifth 

square. 

8. K. Kt. P. one sq. 8. Q. to K. R. fourth sq. 

9. K. B. P. one sq. 9. Q. takes K. R. P. 

10. K. B. takes Kt. ch. 10, P. takes B. 

11. Kt. takes R. 11. Q. takes P. ch. 

12. K. to his second sq. 12. Q. to K. Kt. seventh 

sq. checking. 

13. K. to his third sq. 13. Kt. to K. B. seventh 

square. 

14. Q. toK. second sq. 14. K. B. checks. 

15. Q. P. two squares. 15. K. B. takes P. ch. 

16. K. toQ. second sq. 16. Q. B. takes P. 

In the first place, 

17. Q. to K. square. 17. Kt.toK. fifth sq.cji. 

18. K. to Q. third sq. 18. Kt. to Q. B. fourth 

sq. checking. 

19. K. to Q. B. fourth 19. Q. takes Q. B. P. 

square. checking. 

20. Q. Kt, to Q.B. third 20. Q. B. to Q. fourth 

square. sq. checking. 

21. K. to Q. Kt. fourth ^\. Q. R. checks. 

square. 
2^. K. to Q. B. fifUi sq. 22. Q. to Q. B. fifth sq. 

checking. 
23. Kt. takes Q. 23. Q. R. checkmates. 
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In the second place. 

17. K. R. takes Kt. 17. Q. takes R. 

18. Q. takes Q. 18. B. takes Q. 

19. K. toQ.B. tliirdsq.l9. Q.B. to K.R. fourth 

square. 

20. Q. B. to K.Kt. fifth 20. K. to Q. second sq. 

square. 

21. Q.Kt. to Q. second 21. R. takes Kt. and 

square. has the hest of the 

game. 



(B.) 



BEGINNING AT THE SIXTEENTH MOVE OF THE 

FIRST VARIATION. 

White. Black. . 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. K. Kt. takes K. B. P. 5. Q. to K. R. fifth ^q. 

6. K. R. to K. B. sq. 6. Q. P. two squares. 

7. K. B. takes P. 7. Q. B. to K. Kt. fifth 

square. 

8. K. Kt. P. one square. 8. Q. to K.R. fourth sq. 
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9. K. B. P. one square. 9. Q. takes K. B. P. 

10. K. B. takes Kt. ch. 10. P. takes B. 

11. Kt. takes K.R. 11. Q. takes P. ch. 

12. K. to his second sq. 12. Q. to K. Kt. seventh 

sq. checking. 

13. K to his third sq. 13. Kt. to K. B. seventh 

square. 

14. R. takes Kt. 14. K. B. checks. 

15. K. to his fourth sq. 15. Q. takes R. 

16. Q. B. P. one sq. 16. Q.B. toK. B. fourth 

sq. checking. 

17. K. takes B. 

If instead of taking the bishop, you were to take the 
pawn, he would castle, and win easily. 

17. Q. to K. R. fifth sq. 

18. Q. P. two squares. 18. K. Kt. P. checks. 

19. K. Kt. takes P. 19. P. takes Kt. ch. 

20. K. takes Kt. P. 20. Castles and wins, 

whatever you may play. 

SECOND VARIATION. 

White. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt.toB.thirdsq. 2. Q.Kt.toB. third sq. 

3. K.B. to Q.B. fourth 3. K.Kt.toB.thirdsq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 
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In the second place. 

17. K. R. takes Kt. 17. Q. takes R. 

18. Q. takes Q. 18. B. takes Q. 

19. K. toQ.B. thirdsq.l9. Q.B. to K.R. fourth 

square. 

20. Q. B. to K.Kt. fifth 20. K. to Q. second sq. 

square. 

21. Q.Kt. to Q. second 21. R. takes Kt. and 

square . has the hest of the 

game. 



(B.) 



BEGINNING AT THE SIXTEENTH MOVE OF THE 

FIRST VARIATION. 

White. Black. . 

1 . K.P. two squares. 1 . K. P, two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. K. Kt. takes K. B. P. 5. Q. to K. R. fifth sq. 

6. K. R. to K. B. sq. 6. Q. P. two squares. 

7. K B. takes P. 7. Q. B. to K. Kt. fifth 

square. 

8. K. Kt. P. one square. 8. Q. to K.R. fourth sq. 
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9. K. B. P. one square. ^. Q. takes K. R. P. 

10. K. B. takes Kt. ch. 10. P. takes B. 

11. Kt. takes K.R. 1 1 . Q. takes P. ch. 

12. K. to his second sq. 12. Q. to K. Kt. seventh 

sq. checking. 

13. K. to his third sq. 13. Kt. to K. B. seventh 

square. 

14. R. takes Kt. 14. K. B. checks. 

15. K. to his fourth sq. 15. Q. takes R. 

16. Q. B. P. one sq. 16. Q.B. toK. B. fourth 

sq. checking. 

17. K. takes B. 

If instead of taking the bishop, you were to take the 
pawn, he would castle, and win easily. 

17. Q. to K. R. fifth sq. 

18. Q. P. two squares. 18. K. Kt. P. checks. 

19. K. Kt. takes P. 19. P. takes Kt. ch. 

20. K. takes Kt. P. 20. Castles and wins/ 

whatever you may play. 

SECOND VARIATION. 

fVhite. Black. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q.Kt.toB. third sq. 

3. K. B. to Q.B. fourth 3. K.Kt.toB. third sq. 

square. 

4. K.Kt, to its fifth sq. 4. K. Kt. takes P. 
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5. K. Kt. ttikea K, B. P. 5, Q. to JC R, J^h gq. 

6. R. to K. B. square, 6. Q. P. twa squares. 

7. K. B. takes P. 7. Q. B. to K. Kt. fifth 

square. 

8. K. Kt. P. one sq. 8. Q.toK.R.fourthsq, 

9. K. B. P. one aq. 9. Q. takes K. R. P. 

10. K. B. takes Kt. ch. 10. P. takes B, 

In the first place . 

11. Q. to K. second sq. 11. Q. takes Q. 

12. K. takes Q. 12. Kt. tajtep P. ch. 

13. K. to B. second sq. 13. Kt. takes R. 

14. Kt. takes R. 14. Q.B. to K.R. sixth 
square, and will afterwards win the K. Kt. 

In the second place. 

11 . Q. P. one square. 1 1 . Q. takes P. oh. 

12. K. to his second sq. 12. Q.toK.Kt. seventh 

sq. checking. 

13. K. to his third sq. 13. K. 3- checks. 

14. K. takes Kt. 14. K. takes Kt. win- 

ning the queen at the least. 

Should you for your next move play Q. B. P. one 
square, he will checkmate you in four moves. 
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In the third plaoi. 

11. P. takes B. 11. Q. takes P. ch. 

12. K. to his second sq. 12. Q.toK.Kt. seventh 

sq. checking. 

If you play K. to his third square^ he will check you 
with K B. and proceed as below. Therefore — 

Firstly. 

13. K. to Q. third sq. 13. Kt. to B. seventh 

sq. checking. 

14. R. takes Kt. 14. Q. takes R. 

If you take K. R. he wiU checkmate you in three 
moves. 

15. Kt. takes K. P. 16. Q. R. checks. 

16. K. to Q. B. third sq. 16. Checkmates in two 

moves. 

Secondly. 

13. K. to his square. 13. Q. to K. Kt. sixth 

sq. checking. 

14. K. to his second sq. 14. Q. takes P. ch. 

If you move K. to Q. third square^ he wins the queen 
by checking with the knight at K. B. seventh square. 
If you play K. to his third square, he will first check 
with K. B. and afterwards win the queen by checking 
with the Kt. as before. If you play K. to his square^ 



76 kino's knight's game. 

he will check with Q. at K. R. fifth square^ and after- 
wards with Kt. at K. Kt. sixth square, winning easily. 
Therefore — 

15. R. to K. B. third sq. 15; Q.toK.Kt seventh 

sq. checking. 

16. K. to his third sq. 

In the Third Variation the king is played to his own 
square. 

16. K. B. checks. 

17. K. takes Kt. 

In the Fourth Variation you play Q. P. two squares. 

17. Q. toK. Kt. fifth 

sq. checking. 

18. K. to Q. third sq. 18. P. checks. 

19. K.toQ.B.fourthsq. 19. P. takes R. ch. 

20. K. takes B. 20. K. takes Kt. and 

has a fine game. 

THIRD VARIATION. 

White. Black. 

• ■• 

1. K. p. two squares. 1. K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K.Kt. to B. tkirdsq. 

square. 

4. K. Kt. to itsjifthsq. 4. K. Kt. takes P. 
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5. K. Kt. takes K. B.P. 5. Q. to K. R. fifth sq. 

6. K. R. to B. square. 6. Q.P. two squares. 



7. K. B. takes P. 

8. K. Kt. P. one sq. 

9. K. B. P. one square. 
10. K. B. takes Kt. ch. 10. P. takes B. 



7. Q.B. to K.Kt. fifth 
square. 

8. Q.toK.R.fojirthsq. 

9. Q. takes K.R. P. 



1 1 . P. takes B. 



11. Q. takes P. ch. 



12. K. to his second sq. 12. Q. to Kt.Kt. seventh 

sq. checking. 

13. K. to his square. 13. Q.toK. Kt. sixth 

sq. checking. 

14. K. to his second sq. 14. Q. takes P. ch. 

1 5. 12. to K.B. third sq. 1 5. Q. to JST. £f . seventh 

sq. checking. 

16. K. to his square. 16. K. B. to K. second 

square. 

17. Q. to K. second sq. 17. K. B. checks. 

18. K. to Q. square. 18. K. Kt. to K. B. 

seventh sq. ch. 

19. R. takes Kt. as the 19. B. takes R. 

best. 

20. Q. takes P. ch. 20. K. takes Kt. 

21. Q. takes Q.B. P.ch. 21. K. to his third sq. 

22. Q. B. P; one sq. 22. K. R. to K. B. sq. 

23. K. to Q.B. second sq. 23. Q.R. to Q. square, 

having a very attacking position. 
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FOURTH VARIATION. 



BEGINNING AT THE SEVENTEENTH MOVE OF THE 

SECOND VARIATION. 



1. K. P. two squares. 

2. K. Kt. to B. third sq. 

3. K.B. to Q. B. fourth 

square. 

4. K. Kt. to its fifth sq. 

5. K.Kt. takes K.B. P. 

6. K. R. to B. square. 

7. K.B. takes P. 

8. K. Kt. P. one square. 

9. KB. P. one square. 

10. K. B. takes Xi. ch. 

11. P. takes B. 

12. K. to his second sq. 

13. K to his square. 

14. K. to his second sq. 

15. R. to K. B. third sq. 

16. K. to his third sq. 

17. Q. P. two squares. 



Black. 

1. K. P. two squares. 

2. Q.Kt.toB. third sq. 

3. K.Kt. toB. third sq: 

4. K Kt. takes P. 

5. Q. to K.R. fifth sq. 

6. Q. P. two squares. 

7. Q. B. to KKt. fifth 

square. 

8. Q.toKR.fourthsq. 

9. Q. takes K. R. P. 

10. P. takes B. 

11. Q. taJces P. ch. 

12. Q. to K.Kt. seventh 

.,.ci«*i^. 

13. Q.toK.Kt.dxthsq. 

checking. 

14. Q. takes P, ch. 

15. Q. to K.Kt. seventh 

sq. checking. 

16. K. B. checks. 

17. B. takes P. ch. 
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In the first place. 

18. K. takes Kt. 18. Q.toK.Kt. fifth sq. 

checking. 

If Q, B. interpose, he will checkmate you with the 
queen. Therefore — 

19. K. to Q. third sq. 19. P. checks. 

20. K. takes B. 20. P. takes R. ch. 

21. K. to his third sq. 21. Castles. 

If you take the paw*n with the queen, he will check 
you with Q. R. and on your moving K to B. second 
square, he will take the knight with K. R. winning the 
queen. If you play any other move, he will still have 
considerably the best of the game. 

In the second place. 

18. K. to Q. third sq. 18. Castles. 

• » 

If you take his knight, he will take yours ; and if 
you then play Q. to K. B. square, he will win easily 
by checking with his queen at *K. Kt. fifth square. 
And if— 

19. Q. B. P. one sq. 19. R. takes Kt. 

20. R. takes R. 20. Kt. to Q. B. fourth 

sq. checking. 

21. K. to B. &mrth sq. 21. Q. to her fourth sq. 

checking. 
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22. K. to Kt. fourth sq. 22. R. checks. 

23. K. to R. third sq. 23. Checkmates, in 

eight moves. 

SECOND DEFENCE. 

fFkiie. Black. 

1. K. P. two sgtiares. 1. K. P. two squares. 

2. K. Kt. to JB. third sq. 2. Q. Kt. to B. third sq. 

3. JS:. JB. to Q. B. fourth 3. K. Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. K. Kt. takes P. 

5. K. Kt. takes K. B.P. 5. Q. to K. R. fifth sq. 

6. JT. JR. to JB. square. 6. Q. P. two squares. 

7. K. B. takes P. 7. Q.B.toK.Kt.fifthsq. 

8. K. Kt. P. one sq. 8. Q. to K.R. fourth sq. 

9. K. B.P. one square. 9. Q. takes K. R. P. 

10. K. Kt. takes K. R. 10. Q. takes P. ch. 

(A.) 

1 1 . K.tohis second sq. 1 1 . Q. to K. Kt. seventh 

sq. checking. 

If youpUy K, to his third square, he will play Kt. to 
K. B. seventh square, and if you then play Q. to K. 
second square, he will diedt with K.B. and after- 
wards take ^Q. P. with Q. Kt. winning the game. 
But if— 

12. K. to his square. 12. Kt. to K. Kt. sixth 

square. 

13. Q. P. one square. 13. K. B. checks. 
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14. Q. B. E. one sq. 14. Q. takes K ch. 

15. K, to Q. second sq, 15. Q. toK.B. seventh 

sq. ch. and wins. 

(A.) 

10. K. B. takes K. Kt. 10. Q. takes P. ch. 

In the first place. 

11. K. to his second sq. 11. Q. Kt. checks. 

12. K. to Q. third sq. 12. K. takes Kt. 

13. R. to K. Kt. sq. 13. Q. to K. B. seventh 

square. 

14. R. takes B. 14. Q. R. to Q. square, 

and wins queen's rook at the least, hesides 
having a very strong attack. 

In the second place. 

11. K.R.toK.B. second 11. K. B. to Q.B. fourth 

square. square. 

If you play Q. to K. second square^ he will play Kt. 
to Q. fifth square^ and on your removing Q« to K. B. 
square^ he may either play K. R. to B. square, or take 
K. B. P. with Q. B. But if— 

12. Q. P. two sq. (B.) 12. K. B. takes P., 

13. K. B. takes Kt. ch. 13. P. takes B. 

(C.) 

14. Q. to K. second sq. 14. Castles. 

If you play K. to B. square, he will take K. R. with 
B. and after the exchange of queens will win your 
K. Kt. If you play Q. B. to K. third square, he may 

G 
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take K. Kt with K. R. or Q. Kt. P. with K. B. If yoa 
take Q. B. with K. B. P. he will win by taking your 
Kt. Finally, if you play — 

15. Kt.toK.Kt.fifthsq. 15. B. takes K. B. P. 

16. Kt. takes B. 16. B. takes R. ch. 

17. Q. takes B. 17. Q. takes Kt. 

Black has the best of the game. 

(B.) 

12. K. B. takes Kt. ch. 12. P. takes B. 

13. Q. to K. second sq. 13. Castles. 

14. Kt. to K.R. sixth sq. 14. P. takes Kt. 

checking. 

15. Q. to Q.B. fourth sq. 15. K. to R. square. 

checking. 

16. Q. takes B. 16. R. takes K. B. P. 

having a forced won game. 

CC.) 

13. Q. to K. second sq. 13. K. R. to B. square. 

14. Kt. to K. Kt. fifth 14. K. R. P. one sq. 

square. 

ft 

If you take Kt. checking, and then play Kt. to K* 
fourth square, he will take your rook and afterwards win 
your K. B. P. having the best of the game. But if — 

15. Kt.toK.R. seventh 15. B. takes K- B, P. 

square. 

16. B. takes B. 16. B. takes R. ch« 

17. Q. takes B. J 7. R. takes B. 

Black has considerably the best of the game. 
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SIXTH GAME. 

fVhite. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. K.B. to Q. B. fourth 3. K.Kt, to B- third sq. 

square. 

4. K. Kt. to its fifth sq. 4. Q. P. two squares. 

5. P. takes R 5. K. Kt. takes P. 

In the First Series, page 124, the White was directed 
to play for his sixth move Q. to K. B. third square, 
and I also stated that it would be good play to move 
Q. P. two squares, but that the best move would be to 
take K. B. P. with K. Kt. ; the subsequent moves I con-* 
sidered, however, too diflSeult for beginners to under- 
stand ; they therefore appear in the present volume with 
more propriety. Of the writers who have examined 
this game, Lolli appears to have bestowed on it the 
greatest pains ; he dissuades from sacrificing the knight, 
asserting, that though the Black is thereby placed in 
a position of *^ most servile defence," yet by good play 
he may get over his difficulties, and have a better game 
than his adversary : he then proceeds to analyse the 
position, playing the defence extremely well, but not 
so the attack : Ponziani has shown, with his usual 
skill, that by varying the order of the moves, the attack 
will have the best of the game ; I have added much to 
* his method of attacking. 

g2 
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6. K.Kt.takesK.B.P. 6. K. takes Kt. 

7. Q. to K. B. third sq. 7. K. to his third sq. 

checking. 

8. Q.Kt. to B. third sq. 

FIRST DBFBNCB. 

8. Q.Kt.to its fifth sq. 

9. Q. to K. fourth sq. 9. Q. B. P, one sq, 

10. Q. P. two squares. 

If he moye K. B. to Q. third square^ or Q. to K. B. 
third square^ you should play Q. R. P. one square^ in 
order afterwards to take his K. Kt. with Q. Kt, But 
if— 

10. Q. to her third sq. 

11. K. B. P. two sq. 11. Q. Kt. P. two sq. 

12. K. B. P. takes P. 12. Q. to her second sq. 

13. Castles. 13 P. takes K. B. 

14. Q. B. to K.Kt. fifth 14. Kt. to K.B. third sq. 

square. 

15. P. takes Kt. ch. 15. K. to B. second sq, 

16. P, takes P. ch. 16. K. takes P. 

17. Q. B. to K.R. sixth 17. K. takes B. 

sq. checking. 

18. Q. to K. R. fourth 18. K. to Kt. third sq. 

sq. checking. 

19. R. checks. 19. K. toKt. second sq. 

20. Q. checkmates. 



king's knight's game* 85 



SECOND DEFENCE. 

8. Q. Kt. to K. second 

square. 
9. Q. P. two squares. 

In the first place, 

9. Q. B. P. one sq. 

10. Q.B. to K.Kt. fifth 10. K. R. P. one sq. 
square. 

11. Q. B. takes Kt. 

If he take Q. B. with Q. you may take the pawn^ and 
afterwards castle on the queen's side with a very fine 
attack. But if — 

11. K. B. takes B. 

12. Castles with Q. R. 12. K. R. to B. sq, 

13. Q. to K. fourth sq. 13. Q. to her third sq. 

14. K. R. to K. sq. 14. R.to K.B. fourth sq. 

15. K. Kt. P. two sq, 15. R. to K. Kt. fourth 

square. 

16. K. B. P- two sq. 16. R. takes P. 

17. Q. P. takes PI 17. Q. removes. 

18. Kt. or B. takes Kt. having a forced won 

game.. 

In the second place. 

m 

9. K. R. P. one sq. 
10. Castles. 10. K. Kt. P. two sq. 
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Ab he may play Q. B. P. one square, there will be 
a variation on this move. 

11. Q. to K. fourth sq. 11. K. B. to Kt. second 

square. 

12. K. B. P. two sq. 12. P. takes P. 

13. Q. B. takes P. 13. Q. to her third sq. 

14. Q. B. takes K. P. 14. B. takes B. 

15. Q. to K. Kt. fourth square, checks, and wins 

easily. 

VARIATION, 
beginning at the tenth move of the black. 

White. Black. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. Kt. to B. third sq. 

square. 

4. K. Kt. to its fifth sq. 4. Q. P. two squares. 

5. P. takes P. 5. Kt. takes P. 

6. K.Kt.takpsKB.P. 6. K. takes Kt. 

7. Q. to B. third sq. ch. 7. K. to his third sq. 

8. Q. Kt^to B. third sq. 6. Q. Kt. to K. second 

square. 

9. Q. P. two squares. 9. K. R. P. one sq. 
10. Castles. 10. Q. B. P. one sq. 
U. K. R. toK. sq. 
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FIRST DEFENCE. 

11. Q. Kt. P. two sq. 

12. B. takes Kt. ch. 12. P. takes B. 

13. R. takes P. ch. 13. K. to Q. second sq. 

14. R. takes P. ch. 14. Kt. takes R. 

15. Q. takes Kt. ch. 15. K. B. to Q. third sq. 

16. Q. takes Q. R. and has the best of the game. 

SECOND DEFENCE. 

11. K. Kt. P. twosq. 

12. R. takes P. ch. 12. K. to Q. second sq. 

13. B. takes Kt. 13. Kt. takes B. 

14. Kt. takes Kt. - 14. P. takes Kt. 

15. R. takes. P. ch. 15. K. B. to Q. third sq. 

16. Q* B. P. two squares, and has the best of the 

game, having a fine position, and three 
pawns for a bishop. 

THIRD DEFENCE. 

11. Kt. toK. Kt. third 
square. 

If, instead of this move, he were to play K. to Q. third 
square^ you should take his pawn with yours, and on 
his moving K. to Q. second square^ or to Q. B. second 
square, you should advance the pawn to K. sixth square. 
If, however, he were to move K. to Q. second square, 
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(instead of K. to Q. third square) you should take his 
Kt. with yours^ and after the exchanges, you will win 
the two centre pawns. 



12. P. takes P. 



In the first place. 



\ 



12. Q. Kt. P. two sq. 

13. B. takes Kt. ch. 13. P. takes B. 

14. Q. to K. Kt. fourth 14. K. to B. second sq. 

sq. checking. 

15. P. checks. 15. K. to B. third sq. 

16. Q. to K. B. third square, checks, and wins 

easily. 

In the second place. 

12. K. B.toQ. Kt. fifth 
square. 

13. Q. to K. Kt. fourth 13. K. to B. second sq. 

sq. checking. 

14. P. checks. • 14. K. to his second sq, 

15. Q. takes Kt. 15. Kt. takes Kt. 

16. Q. to adv. K. B. 16. K. to Q. third sq. 

second sq. ch. 

17. P. takes Kt. 17. B. takes P. 

18. B. to Q. R. third square, checks, and wins 

easily. 
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In the third place. 

12. Kt. to K. R. fifth sq. 

13. Q. to K. Kt. fourth 13. K. to K. B. second 

sq. checking. sq. (A.) 

14. P. checks. 

If he play K. to his square^ you should take his kaight 
with yours^ in order afterwards to check with K. B. 
at Q. Kt. fifth square. Therefore — 

14. K. to Kt. square. 

1 5. K. Kt. P. one square, and has the best of the 

game. 



(A.) 



13. Kt. to K. B. fourth 
square. 

14. Q. to K. Kt. sixth 14. K. to his second sq. 

sq. checking. 

15. P. to,K. sixth sq. 

If he play Kt. to Q. third square, you should take his 
Kt. with K. B. If he play Kt. to Q. fifth square^ he 
wUl be checkmated in four moves. But if — 

15. Kt. takes Kt. 

16. Q. to K. B. seventh 16. K. to Q. third sq. 

sq. checking. 

17. P. takes Kt. 
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If he play Kt. to K. second square, you should cheek 
with Q. at K. B. foasih mpmte. But if— 

17. Q. to K. B. third sq. 

18. Q. B. to Q.R. third 18. Q. B. R one sq. 

sq. checking. 

19. Q. R. checks. 19. K. to Q. B. third sq. 

20. K. B. to Q. fifth square, checks, and wins 

easily. 



> - — * * 



! 

SEVENTH GAME. 



fVhiie. Black. 

\. K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq- 2. Q.Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Q. B. P. one sq. 4. K.Kt. to B, third sq. 

In the First Series, page 128, White is directed for 
the next move to play Q. P. two squares, which is un - 
doubtedly a good move, but you may, with equal pro- 
priety> play it one square only j for example-^ 

5. Q. P. one square. 

If he play Q. P. one square, you should play Q. B. to 
K. Kt. fifth square*. If he play K. R. P. one square 
yon should play Q. Kt. P. two squares, and afterwards 
another square, attacking Q. Kt. in order to gain K. P« 
Therefore — 
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FIRST DBFENCB. 

5. K. Kt. to its fifth sq. 

6. K. B. tsdces K. B. P. checking. 

If he take K. B. you should check with K. Kt. and 
afterwards take K. Kt. with Q. But if— 

6. K. to B. square. 

7. Q. B. to K. Kt. fifth sq. 

If he play K. Kt. to B. third square^ you remove K. B. 
having won a pawn. Therefore— 

In the first place. 

7. Q. Kt. to K, second 

square. 
. 8. Q. P. one square. 8. P. takes P* 
9. Kt. takes P. 9. Kt. takes K. B. P. 

10. Q. to K. B. third square, and wins the game. 

In the second place. 

7. Kt. takes K. B. P. 

8. Q. to Q. Kt. third sq. 8. Q. Kt. to K. second 

square. 

9. K. B. to K. R. fifth 9. K. Kt. P. one sq. 

square. 

10. Kt. takes K. P. 10. Q. P. two squares, 

11. R. to B. square. 11. P. takes B. 

12. Q. P. one square, and wins easily. 
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In the third place. 

7. B. takes K. B. P. ch. 

8. K. to his second sq. 8. Q. Kt. to K. second 

square. 

9. Q. to Q.Kt. third sq. 9. K.B. to Q. B. fourth 

square. 
10. K. B. to K. R. fifth square, and has evidently 
a fine game. 

SECOND DEFENCE. 

5. Q. P. two squares. 

6. P. takes P. 6. Kt. takes P. 

7. Q. to Q. Kt. third sq. 

If he play Q. Kt. to K. second square^ you check at 
Q. Kt. fifth square^ winning the bishop ; but if— 

7. Q. B. to K. third sq. 

8. Q. takes Q. Kt. P. 8. K. Kt. to K. second 

square. 

9. B. takes B. 9. P. takes B. 

White has evidently the best of the game* 

THIRD DEFENCE. 

5. Castles. 
6. Castles. 
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Black should now play Q, P. one square j but suppose 
he play — 

6, R. to K. square. 

7. K. Kt. to its fifth sq. 7, Q. P. two squares. 

8. P. takes P, 8. Kt. takes P. 

9. Q. to K. R. fifth sq. 

If he play K. Kt. to B. third square, he will be check- 
mated in three ^oves. But if— 

9. K. R. P. one isq. 

10. Q. takes K. B. P. 10. K. to R. square. 

checking. 

1 1 . B. takes Kt. 11. Kt. to K. second sq. 

12. K.B.toQ.B.fourth 12. Q.B. to K.B. fourth 

square. square. 

13. Q. to K. R. fifth square, and wins easily. 



EIGHTH GAME. 

fVhite. Black. 

1. K. P. two squares. 1, K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. K. B. to Q.B. fourth 3. K. B. to Q.B. fourth 

square. square. 

4. Q. B. P. one sq. 4. Q. P. one square. 

5. Q. P. two squares. 5. P. takes P. 

6. P. takes P. 6. K. B. checks. 
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Thougk UuB cheek has been recommended by most 
writers as a good move, yet I venture to differ ftom 
them^ and shall endeavour to prove that it gives the 
White decidedly the best oi the game ; the move 
usually given in opposition to it, is to interpose either 
the bishop or knight ; the move I propose is to play 
the king : for example— 

7. K. to B. square. 

You now threaten to advance Q. P. and on the removal 
of his Kt. to check with your Q. at her R. fourtti square, 
winning K. B. If he play Q. R. P. one square, or 
Q. B. to Q. second square, you should move Q. to Q. Kt. 
third square, winning a pawn at the least. But he may 

play- 
No. 1. Q. B. to K. Kt. fifth square. 

2. Q. to her second square. 

3. K. B. to Q. R. fourth square. 

No. 1. 

7. Q. B. to K. Kt. fifth 
square. 

8. Q. P. one square. 8. Q. B. takes Kt. 

You must not take Q, B. with Q. because he would 
play Kt. to K. fourth square, and then take K. B. 
having rather the, best of the game ; neither would it 
be good play to take the bishop with the pawn, for 
example — 
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9. K. Kt. P. takes B. 9, Kt. to K. fourth sq. 

10. Q. to R, fourth sq.ch. 10. Q. to her second sq. 

1 1 . Q. takes B. 1 1 . Q. checks. 

12. K. to his square. 12. Q. takes K. B. P. 

If you check with K. B. he will interpose Q* B. P. 
But. if— 

13. K. R. removes. 13. Q. takes K. P. ch. 

and wins K. B. 

These moves show that it is not good play to take 
the bishop with the pawn | instead, therefore, of taking 
the bishop, you ought to play as follows : — 

9. Q. to Q.R. fourth sq. 

If he remove Q.B. you should take hisQ.Kt.; perhaps 
his best move is to take K. P. But suppose he play — 

9. Q. to her second sq. 

10. Q. P. takes Kt. 10. Q. B. takes P. ch. 

11. K. takes B. 11. Q. to K.Kt. fifth sq. 

checking. 

12. K. to B. square. . 12. Q. takes K. P. 

13. P. takes P. ch. 13. K. to his second sq. 

14. P. takes Q. R. and 14. Q. takes B. ch. 

becomes a queen. 

15. K. to Kt. square. 15. Q. takes B. ch. 

16. K. to Kt. second sq. 16. Q. to K. Kt. fourth 

sq. checking. 

17. K. to B. square. 17. Q. to adv. Q. B. 

sq. checking. 

18. K. to his second sq. 
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If he take Q. Kt« P. you should play Q. Kt. to Q. 
second square, and afterwards K. to B. square, and 
K. Kt. square. Therefore — 

18. Q. to Q.B. fifth sq. 
checking. 

19. K. to Q. square. 19. Q.toher fifth sq.ch. 

20. K.toQ.B.secondsq. 20. Q.takesK.B.P.ch. 
2L Q. Kt. to Q. second 21. Q. takes Kt. ch. 

square. 

22. K. to Q. Kt. sq. 22. Q. to her sixth sq. 

checking. 

23. Q. to Q. B. second sq. and wins easily. 

No. 2. 

7. Q. to her second sq. 

8, Q.toQ.R. fourthsq. 8. K. B. to Q. R. fourth 

square, being the best move. 

It would not be good play now to advance Q. P. 
because he would move Kt. to K. fourth square. It is 
better to play — 

9. Q.Kt. toQ.B. third square. 

If he play Q. R. P. one square in order to advance 
Q. Kt. P. two squares^ you will win a piece by playing 
Q. P. one square. Therefore — 

9. K. B.toQ.Kt. third 
square. 
10. K. B. to Q.Kt. fifth 10. Q. R. P. one sq. 
square. 
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11. Q. P. one square. 1 1 . P. takes B. as the 

best. 

12. Q. takes R. 

If he play Q. Kt. to R. fourth square^ you should 
play Q. Kt. P. two squares. If he play Q. Kt. else- 
where, you either take it, or play Q. B. to K. third 
square, having every way the best of the game. 

No. 3. 

7. K. B. to Q.R. fourth 

square. 

8. Q. to Q. R. fourth sq. 

If he play Q. to her second square, see the pre- 
ceding Defence. But if — 

8. Q.B. to Q. second sq. 

9. Q. P. one square. 

FIRST DEFENCE. 

9. Q. Kt. to K. fourth 

square. 

10. Q. takes B. 10. Q. Kt. takes B. 

11. Q.toQ.B.thirdsq. 11. Q.B.toti.Kt.£burth 

square. 

12. Q. takes K. Kt. P. 

You have the best of the game, as Black cannot gain 
any advantage by the discovered check. 

H 
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second defence. 

9. Q. Kt. to Q. fifth sq. 
or to Q. Kt. fifth sq. 

10. Q. takes B. 10. Q. Kt. to Q. B. 

seventh sq. 

11. Q. to Q.B. third sq. 11. Kt. takes Q.R. 

12. Q. Kt. P. one sq. 

If he take Q. Kt. P. with Kt. you should take his 
K. Kt. P. But if— 

12. Q.toK.B.thirdsq. 

13. Q. B. to Q. Kt. 13. Q. takes Q. 

second sq. 

14. Q. B. takes Q. 14. K, Kt. to B. third 

square. 

15. B. tal^es Q. Kt. 15. Kt. takes K. P. 

16. Q. B. takes K. Kt. P. and has the best of the 

game. 



NINTH GAME. 
fVhiie. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt.toB. third sq. 2. Q. Kt. to B. third 

square. 

3. K.B. to Q.B. fourth 3. K.B. to Q. B. fourth 

square. square. 

4. Q. B. P. one sq. 4. Q. to K. second sq. 
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It has been remarked in the First Series^ page 161^ 
that the fourth move of the Black was long considered 
the best that could be played, because it prevents the 
White from playing Q. P. two squares, latterly it has 
however been discovered that the White may play 
Q. P. two squares without danger. For example-^ 

5. Q. P. two squares. 5. P. takes P. 

6. Castles. 

No. 1. 

6. P. takes P. 

7. Q. Kt. takes P. 

If he play K. Kt. to B. third square, you should 
advance K. P. But if — 

7. Q. P. one square. 

8. Q. Kt. to Q. fifth sq. 

FIRST DEFENCE. 

8. Q. to her square. 

9. Q. Kt. P. two sq. 

FIRST VARIATION. 

9. B. takes P. 

10. Q. Kt. takes B. 10. Q. Kt. takes Kt 

11. Q. to Q. Kt^ third 11. Q. Kt. to Q. B. third 
square. square. 

12. Q. B. to Q. Kt. second square. 

h2 
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In the first place. 

12. Q.Kt. to K. fourth 
square. 

If^ instead of this moye, he had played Q. Kt. to Q. R. 
fourth square^ you would have checked with the queen 
at her rook's fourth square, and have won either Q.Kt. 
or K. R. 

13. K. Kt. takes Q. Kt. 13. Q. P. takes Kt. 

14. K. B. takes K. B. P. 14. K. to tis second sq. 

checking. 

15. Q. B. checks. 15. K. to B. third sq. 

16. Checkmates in three moves. 

In the second place. 

12. K. Kt, to B. third 
square. 

13. K. B. takes P. ch. 13. K.to his second sq. 

(A.) 

14. K. P. one square. 

If he take P. with P. the check of Q. B. will be fatal 
to him. If he take it with Q. Kt. you take his Kt. with 
yourSj and he cannot retake on account of the check 
with Q. B. But if he play — 

14. Q. P. one square. 

15. K. Kt. to its fifth sq. 15. K^R. P. one sq. 

16. Q. B. checks. 16. K. to Q. second sq. 

17. K. Kt. to K. sixth sq. winning the queen. 



r 
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(A.) 



13. K. to B. square. 

14. K. P. one square. 14. P. takes P. (B.) (C.) 

15. Q. B. checks. 15. Q. Kt. to K, second 

square. 

16. Q. R. to Q. square. 16. Q. B. to Q. second 

square. 

17. K. Kt. takes P. 17. Q. to Q. B. square. 

18. K.B.toK.Kt. sixth 18. Q. B. to K. third sq. 

square. 

19. Q. R. checks. 19. Q. takes R. 

20. Q. takes Q. B. and wins. 



(B.) 



14. Q. Kt. takes P. 

15. Kt. takes Kt. 15. Q. to K. second sq. 

16. K. B. to K.Kt. sixth sq. 

FIRST DEFENCE. 

16. Q. B. to K. third sq. 

17. Q. takes Q. Kt. P. 17. Q. B. to Q. fourth 

square. 

18. Kt. to Q. B. sixth 18. Q. B. takes Kt. 

square. 

19. Q, takes B. and wins easily. 
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SECOND DEFENCS. 

16. Q. to K. third sq. 

17. Q.toQ.R. third sq. 17. Q. B. P. two sq. 

18. Kt.toK.B. seventh 18. K. R. to Kt. sq. 

square. 

19. Kt. to K. Kt. fifth 19. Q.toK.Kt. fifth sq, 

square. 

20. Q. to her third square, and wins easily. 



(C.) 



14. K. Kt. to its square. 

15. P. takes P. 15. P. takes P. 

16. K. R. to K. sq. 

If he play either Kt. to K. second square^ you may 
play Q. to Q. B. third square. But if — 

16. Q. B. to Q. second 
square. 

17. K. B. takes Kt. 17. R. takes B. 

18. Kt. to K. fifth sq. 

If he take Kt. with P. you should check with Q. B« 
and then take the pawn with the rook. If he play Q. B, 
to K. square, you win the queen hy checking at K. B. 
third square. Therefore — 

18. Kt. takes Kt. 

19. R- takes Kt. 19. R. toK. R. square. 



king's knight's game. 108 

20. Q.toK.B. third sq. 20. K. to Kt. square. 

checking. 

21. Q. to her fifth sq. 21. K. to B. square. 

checking. 

22. Q. takes P. checking, and wins in a few 

moves. 



\* 



SECOND VARIATION. 

BEGINNING AT THE NINTH MOVE OF THE BLACK. 

H^hite. Black. 

1 . K.P. two squares. 1 . K, P. two squares. 

2. K. Kt, to B. third sq. 2. Q. Kt. to B. third sq 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. B. P. one sq. 4. Q. to K second sq. 

5. Q. P. two squares. 5. P. takes P. 

6. Castles. 6. P. takes P. 

7. Q. Kt. takes P. 7. Q. P. one square. 

8. Kt. to Q. fifth sq. 8. Q. to her square. 

9. Q. Kt. P. two sq. 9. K. B. to Q. Kt. third 

square. 
10. Q. B. to Q. Kt. second sq. 

If he play K. B, P. one square, you should move 
K. Kt. to its j&fth square, and if he then play K. Kt. 
to R. third square, you win by checking with the queen. 
Therefore— 
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10. K. Kt. to B. third 
square. 

11. Kt. takes Kt. 11. P. takes Kt. 

12. K.Kttoits fifth sq. 12. Q. B. to K. third sq. 

13. Kt. takes B. 13. P. takes Kt. 

14. B. takes P. and has the best of the game. 

SECOND DEFENCE. 

fVkite. Black.] 

1 . K.P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. B. P. one sq. 4. Q. to K. second sq. 

5. Q. P. two squares. 5. P. takes P. 

6. Castles. 6. P. takes P. 

7. Q. Kt. takes P. 7..Q. P. one square. 

8. Q. Kt. to Q. fifth sq. 8. Q. to her second sq. 

9. Q. Kt. P. two squares. 

In the first place. 

9. K. B. to Q. Kt. third 
square. 

10. Q. B. to Q. Kt. 10. K. B. P. one sq. 

second sq. 

11. Q. to Q. Kt. third 11. K. Kt. to K. second 

square. square. 

12. Q.Kt.takesK.B.P. 12. P. takes Kt. 

checking. 
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13. K. B. checks. 13. K. removes. 

14. Q. B. takes P. and has a fine game. 

In the second place. 

9. K. B. takes P. 

» ■ • 

10. Q. B. to Q. Kt. second sq. 

If he play K. B. P. one square^ you should take his 
K. B, with Q. Kt. and afterwards K. Kt. with K. B. 
in order to play Q. to Q. Kt. third square. But if — 

10. K. to B. square. 

11. Kt. takes B. 11. Kt. takes Kt. 

12. K.Kt.toitsfifthsq. 12. K. Kt. to R. third sq. 

13. Q. to her fourth sq. 13. K. B. P. onesq. 

14. Kt. to K. sixth sq. 14. K. to his square. 

checking. 

15. Q. to her second sq. 

If he remove or defend Q. Kt. you may take K. B. P. 
with Q. B. But if— 

15. Q. to K. second sq. 

16. Kt. takes Q. B. P. 16. Q. takes Kt. 

checking. 

17. Q. takes Kt. and has the best of the game. 

In the third place. 

9. Q. Kt. takes P. 
10. Kt. takes Kt. 10. B. takes Kt. 
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IL K.Kt.toit8fifthsq. 11. K. Kt. to R. third sq. 

12. Q. B. to Q. Kt. 12. K. B. P. onesq. (A.) 

second sq. 

13. Q.B. takes K.B.P. 13. P. takes B. 

14. Q. checks. 14. K. to Q. sq. 

15. Kt. to K. sixth sq. 15. K. to his second sq. 

checking. 

16. Q. takes K. Kt. 16. K. to his square. 

17. Q. to K. R. fifth sq. 17. K. to his second sq. 

checking. 

18. Kt. takes Q. B. P. 18. Q. takes Kt. 

19. Q. to K. B. seventh 19. K. to Q. square. 

sq. checking. 

20. Q. takes K. B. P. 20. Q. interposes. 

checking. 

21. Q. takes R. and wins. 

(A.) 

1 . K.P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. B. P. one sq. 4. Q. to K. second sq. 

5. Q. P. two squares. 5. P. takes P. 

6. Castles. 6. P. takes P. 

7. Q. Kt. takes P. 7. Q. P. one square. 

8. • Q. Kt. to Q. fifth sq. 8. Q. to her second sq. 

9. Q. Kt. P. two sq. 9. Kt. takes P: 
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10. Kt. takes Kt. 10. B. takes Kt. 

\\. K, Kt. to its fifth sq. 11. K. Kt. to R. third sq. 

12. Q. B. to Q. Kt. , 12. K. to B. square. 
second sq. 

13. Q. to Q. Kt. third sq. 

FIRST DEFENCE. 

13. K. B. to Q.B. fourth 
square. 

14. Q. to Q. B. third 14. K. B. P. one sq. 

square. 

15. Kt. to K. sixth sq. 15. K. to his square. 

checking. 

16. Q. to K. Kt. third 16. K. R. to Kt. sq. 

square. 

17. Kt. takes K. B. 17. P. takes Kt. 

18. K. B. takes K. R. 18. Kt. takes K. B. 

White has the beet of the game. 

SECOND DEFENCE. 

13. K.B.toQ.R.fourth 
square. 

14. Q.B.takesK.Kt.P. 14. K. takes B. 

checking. 

15. Q. to Q« Kt. second sq. checking. 
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In the first place. 

15. K. to Kt. square. 

16. Q, to K. B. sixth sq. 16. K.B. to Q.B. sixth 

square. 

17. Q. takes Kt. 17. K. B. to K. Kt. 

second square. 

18. Q. to K. R. fifth sq. 18. K. B. takes R. 

19. K. R. takes B. 

■ 

If he play K. R. P. one square, you should take 
K. B. P. with K. Kt. If he phty Q. to K. second 
square^ you play Q. to K. R. sixth square. But if — 

19. K. to B. square. 

20. Q. to K. R. sixth sq. 20. K. to his second sq. 

checking. 

21 . Q. to K. Kt. seventh square. 

If he play R. to K. B. square, you will win at the 
least K. R. by takmg K. R. P. with Kt. Therefore 



21. Q. to K. square. 

22. K. P. one sq. 22. Q. to K. B. square. 

23. Q. to K. B. sixth sq. 23. K. to Q. second sq. 

checking. 

24. Kt. takes K. B. P. 24. R. to Kt. square. 

25. P. checks. 25. K. to Q.B. third sq. 

26. Q. to K. B. third square, checks and wins 

easily. 
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In the second place, 

15. K. B. P. one sq. 

16. K.Kt.toK. sixth sq. 16. K. to Kt. third sq. 

checking. 

17. Kt. to K. B. fourth sq. checking. 

If he move K. to Kt. fourth square, he will be check- 
mated in eight moves. Therefore — 

17. K. to Kt. second sq. 

18. Kt. to K. R. fifth sq. 18. K. to B. square, as 

checking. the best. 

19. Q.takesK.B.P.ch. 19. Kt. to K.B. second 

square. 

20. Q. to K.Kt. seventh 20. K. to his second sq. 

sq. checking. 

21. Q. takes Kt. ch. 21. K. to Q. square. 

22. Q. to K. B. sixth square, checks and after- 

wards takes K. R. 

No. 2. 

« 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K.B.toQ.B. fourth 3, K.B. to Q.B. fourth 

square. square. 

4. Q. B. P. one sq. 4. Q. to K. second sq. 

5. Q. P. two squares. 5. P. takes P. 
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6. Castles. 6. Q. Kt. to K. fourth 

square. 

7. Kt. takes Kt. 7. Q. takes Kt, 

FIRST ATTACK. 

8. K. B. p. two sq. 8. P. takes P. ch. 

9. K. to R. square. 9. P. takes P. 

10. P. takes Q. 10. P. takes Q. R. and 

becomes a queen. 

11. Q. to her fifth sq. 11. K. B. to K. second sq. 

12. Q.takesK.B.P.ch. 12. K. to Q. square. 

13. Q. takes K. Kt. P. and wins. 

If Blacky on the eleventh move^ had played any other 
move^ he would still have lost the game. Black ought 
not to have taken Q. Kt. P. on the ninth move, he should 
have played P. to Q.B. seventh square. 

SECOND ATTACK. 

8. p. takes P. 8. Q, takes P. 

9. Q. to Q.Kt. third sq. 9. Q. to K. B. third sq. 

10. Q.Kt. to Q.B. third 10. Q. B. P. one sq. 

square. 

11. K. P. one square. 11, Q. to K. second sq. 

12. Q. Kt. to K. fourth 12. Q. P. two squares. 

square, 

13. P. takes P. en passant. 
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FIRST DEFENCE. 



13. Q. takes Kt 

14. K. B. takes P. ch. 14. K. to B. square. 

15. Q. B. to K. Kt. fifth sq. 

If he play Q. to Q. Kt. fifth square, or to K. B. fourth 
square, he loses a piece. Therefore — 



In the first place. 

15. K.Kt.toB. third sq. 

16. Q. R. to K. square. 16. Q.toK.B.fdurthsq. 

17. Q. R. checks. 17. Kt. takes R. 

18. Q. B. checkmates. 

In the second place. 

15. Q. B. to Q. second 
square. 

16. K. B. takes Kt. 16. R. takes B. 

17. Q. B. checks. 17. K. to his square. 

18. Q. takes R. and checkmates. 



SECOND DEFENCE. 



13. K. B. takes P. 
14. Q.B. to K.Kt. fifth sq. 



112 KINGS KNIGHTS GAME. 



In the first place. 

14. K. B. P. one sq. 

15. K. B. takes Kt. 15. P. takes B. 

16. Kt. takes K. B. ch. 16. Q. takes Kt. 

17. Q. toK. B. seventh 17. K. to Q. square. 

sq. checking. 

18. Q. R. to Q. square, and wins the queen. 

In the second place. 

14. K. Kt. to B. third sq. 

15. Kt. takes K. B. ch. 15. Q. takes Kt. 

16. K. R. checks. 16. K. to B. square. 

17. Q. R. to Q. square, 17. Q.toQ.B.secondsq. 

18. Q. to Q. Kt. fourth 18. Q. B. P. one sq. 

sq. checking.' 

19. Q. takes P. ch. 19. Q. takes Q. 

20. Checkmates in two moves. 



THIRD ATTACK. 



8. Q. Kt. p. two sq. 8. K. B. to Q. Kt. third 

square. 

9. K. B. P. two sq. 



1 

I 
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In the first place. 

9. P. takes P. ch. 

10. K. to R. square. 10. Q. to K. second sq- 

11. Q. Kt. takes P. 11. Q. B. P. one sq.. 

12. K. P. one square. 

If he play K. B. to Q. B. second square, you play 
Q. Kt. to K. fourth square, having a fine position. If 
he play K. Kt. to K. R. third square, you play K. B. P. 
one square. But if — 

12. Q. takes Q. Kt. P, 

13. Q. Kt. to k. fourth sq. 

If he play Q. P. two squares, you should take it 
en passdrUy and if he then take your K. B. you should 
advance the pavm, checking, and you will easily win. 
But if— 

13. K.B. to Q.B. second 

square. 

14. Q. to K. second sq. 

If he play K. Kt. to K. second square, then you play 
Q. R. P. one square, in order to check with Kt. at Q. 
fiixth square ; and if— 

14. Q. to K. second sq. 

15. Q.B. to Q.R. third 15. Q. takes B. 

square. 

1 
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16. Kt. to Q. sixth sq. 16. B. takes Kt. 

checking. 

17. P. takes B. ch. 

If he play K to B. square^ yoa should play K. R. to 
K. square. If he play K. to Q. square, you first play 
Q. R. to Q. square, and then K. R. to K. square, having 
a won game. 

In the second place. 

9. Q. to her third sq. 

10. K. to R. square. 10. P. takes P. 

11. Q. to Q. Kt. third 11. K.Kt. to R. third sq. 

square. 

12. Kt. takes P. and has a fine game. 

From this game the reader will observe, that playing 
the Q. to K. second square on the fourth move, can 
scarcely be called a good move, because it does not 
prevent you from advancing Q. P. two squares. Perhaps 
the best move for the Black, instead of taking the pawn 
or playing Q. Kt. to K. fourth square on the sixth move, 
would be to play P. to your Q« third square. 



TENTH GAME. 



fFhite. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 



\ 
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3. K.B. to Q.B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Castles. 4. K.Kt. to B. third sq. 

5. K. R. to K. square. 5. Castles, 

6. Q. B. P. one sq. 6. K, R. to K. square. 

7. Q. P. two squares. 

He ought to play K. B. to Q. Kt. thifd eqilare ; but 
suppose — 

« 

7. P. takes P. 

8. K. P. one square. 8. K. Kt. to its fifth sq. 

9. Q. B. P. takes P. 

If he were to take Q. P. with Q. Kt. you ought not 
to take his Kt. with yours, because he would play Q, 
to K, R. fifth square, winning the game ; instead of 
taking his knight you ought to take K. B. P. with K. B. 
in order afterwards to check with Kt. at K. Kt. fifth 
square. If he play— 

9. K. B. to Q. Kt. fifth 
square. 

10. K. B. takes P. ch. 10. K. takes B. 

11. K. Kt. to its fifth sq. 11. K. to Kt square. 

cheeking. 

12. Q. takes Kt. 12. K. B. takes K 

13. Q. to K. B. fifth sq. 13. Kt. to K. second sq. 

14. Q. takes K. R. P. 14. K. to B. square. 

checking. 

15. Q. to K.R. fifth sq. 15. K. Kt P. one sq. 

16. Q. to K. &. seventh square, and wins. 

i2 
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ELEVENTH GAME. 

WkUe. Black. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. K. B. to Q.B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Castles. 4. K.Kt. to B. third sq. 

5. Q. B. P. one sq. 

FIRST DEFENCE. 

5. K. Kt. to its fifth sq. 

6. Q. P. two squares. 6. P. takes P. 

7. K. B. takes K. B. P. 7. K. takes B. 

checking. 

8. K. Kt. to its fifth square, checks, and after- 

wards takes K. Kt. having a better position 
than the Black. 

SECOND DEFENCE. 

5. K. Kt. takes P. 
6. Q. to K. second sq. 

If he take K. B. P. with K. Kt. you will win either 
K. B. or K. Kt. by advancing Q. P. two squares. If he 
remove K. Kt. you evidently recover the pawn with 
a good position. If he play Q. P. two squares^ you 
should play K. B. to Q, Kt. fifth square ; and if he then 
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play K. B. P. one square, you should take Q. Kt. then 
attack K. Kt. with Q. P» and afterwards play Q. P. 
another square, recovering the pawn with a better 
position. But suppose he play — 

6. K. B. takes K. B. P. 
checking. 

7. K. to R. square. 7. Q. P. two squares. 

8. K. B. to Q. Kt. fifth 8. K. B. to Q. Kt. third 

square. square. 

9. K. Kt. takes K. P. 9. Castles. 

10. Kt. takes Kt. 10. P. takes Kt. 

1 1 . B. takes P. 1 1 . R. to Kt. square. 

12. Q. P. two squares, and you have the best 

position. 



TWELFTH GAME. 

White. Black, 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. Q. P. two squares. 

In the First Series, page 162, I observed that the 
above opening was too difficult for a beginner. I shall, 
in this and the following games, give a few of the prin- 
cipal moves of this interesting opening, some of which 
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are original, and others taken from Lolu's yaluable 
Treatise. In the ^^ Match at Chess" played between 
the London and Edinburgh Clubs, and published with 
Variations by the Author, will also be found much that 
is instructive in this game. The next move for the 
Black may either be Q. Kt. takes P. or P. takes P. ; 
in the first place,*— 

3. Q. Kt. takes P. 

4. Kt. takes P. 

If he play K. B. to Q. B. fourth square, you also 
play K. B. to Q. B. fourth square, forcing him to play 
Kt. to K. third square^ and the position will be the 
same as below^ therefore he at once plays—* 

4. Kt. to K. third sq. 

5. K. B. to QrB. fourth sq. 

In the first place. 

5. K.B.toQ.B.fourtb 

square. 

6. K. B. takes Kt, 

If he take K. B. with Q. P. he will lose K. R. after 
the exchange of queens ; therefore — 

6. K. B. R takes B. 

7. Q, checks. 
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If he play K. Kt. P. one square^ you should take it 
with K. Kt. in order afterwards to take K. B. But if — 

7. K. to his second sq. 

8. Q. to K. B. seventh 8. K. to Q. third sq, 

sq. checking. 

9. Q. B. to K.B, fourth square. 

If he play Q. Kt. P. one or two squares^ or K. Kt. 
to K. second square, you should play Q. Kt. to B. third 
square, and afterwards check with Q. R. ; but if — 

9. K.Kt. to R, third »q. 

10. Kt. takes Q. P. ch. 10. K. to Q. B. third sq. 

11. Q. takes K. P. ch. U. B. to Q. third eq, 

12. Kt.toK.fifthsq.ch. 12. K. to Q.Kt. third sq. 

13. Q. to Q. Kt. third 13. K. to Q. R. third sq. 

sq. checking. 

14. Checkmates in three moves.. 

In the second place. 

5. Q. P. one square. 

6. K. B. checks. 6. Q. B. P. one sq. 

7. Kt. takes Q. B. P. 7. P. takes Kt. 

8. B. takes P. ch. 8. Q. B. to Q. second 

square. 

9. B takes Q. R. 9. Q. takes B. 

The position is in favour of the White. 
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In the third place. 

5. Q. B. P. one sq. 

6. K. B. takes Kt. 

Black must not take K. B. with either pawn ; but 
plays — 

6. Q. to Q. R. fourth 

sq. checking. 

7. Q.Kt, to B. third sq. 7. Q. takes K. Kt. 

8. K. B. to Q.Kt. third 8. K.B. to Q.B. fourth 

square. square. 

9. Castles, and the game is about equal. 



THIRTEENTH GAME. 

fVkUe. Black. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. Q. P. two squares. 3. P. takes P. 

4. K.B. to Q,B. fourth 4. K.B. to Q.B. fourth 

square. square. 

5. K. Kt. to its fifth sq. 5. K. Kt. to R. third sq. 

6. Kt. takes K. B. P. 
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In the first place, 

6. Kt. takes Kt. 

7. B. takes Kt. ch. 7. K. takes B. 

8. Q. to K.R. fifth sq. 

checking. 8. K. Kt. P. one sq. 

9. Q. takes B. 9. Q. to K. second sq. 

10. Q. to Q. B. fourth 1,0. Q. to K. third sq. 

sq. checking. 

11. Q. toK. second sq. 11. Q. P. two squares. 

12. K. B. P. one sq. 12. R. to K. square. 

13. Castles. 13. K. to Kt. second sq. 

14. Q. toK. B. second 14. P. takes P. 

square. 

15. P. takes P. 

The game is rather in favour of the White, as Black 
cannot take the pawn with the queen without losing the 
game. 

In the second place. 

6. K. B. checks. 

7. Q. B. P. one sq. 7. P. takes P. 

8. P. takes P. 8. B. takes P. ch. 

9. Kt. takes B. 9. Kt. takes Kt. 
10. B. takes Kt. ch. 10. K. takes B. 

The posit;ion is much in favour of the White, but 
Black has a pawn more; I thiak, however, that White's 
game is to be preferred. You might on the fourth 
move have taken the pawn with K. Kt. see the Fifteenth 
Game. 
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FOURTEENTH GAME. 

White, Black 

L K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. Q. P. two squares. 3. P. takes P. 

4. K. B. to Q. B. fourth 4. K. B. dieoks. 

square. r 

5. Q. B. P. one aq. 5. P. takes P. 

6. Castles. 6. P. takes P. 

7. Q. B. takes R 

No. 1. 

7. K.Kt.toB. third sq, 
6. K.Kt. to its fifth sq. 6. Castles. 
9. K. P. one square. 

If he play K.R. P. one square, you should take K.B.P. 
with K. Kt. If he p]ay Q* P. two squiues, you will take 
his knight, and ^ftervfrards play Q. to K. R. fifth square. 
Therefore — 

9. K. Kt to K. sq. 

10. Q. to K. R, fifth sq. 10. K. B. P- one sq. 

11. Kt. takes K. B. P. having a forced won 

game. 

No. 2. 

7. K. B. to its sq. 
8. K. P. one square* 
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FIRST DEFBNCV. 

8. Q.Kt.toR.fourthsq. 
9. K. B. takes P. ch. 9. K. takes B. 

10. Q. to her fifth sq. 10. K. to his square. 

checking. 

1 1. Q. takes Q. Kt. and has a fine game. 

SECOND DEFENCE. 

8, Q. p. one square, 
9. P. takes P. 

In the ilrst place. 

9. Q. takes P. 

10. Q. to Q. Kt. third sq. 

If he play K. Kt. to R. third square^ you may check 
with K. R. and on his interposing Q. Kt. you play 
Q. Kt, to B. third square^ having a fii^e attack. But 
if— 

10. Q.B, to K. third sq. 

11. B. takes B. 11. P. takes B. 

12. K. R. to Q. square. 12. Q. to K. second sq. 

13. Q. takes Q. Kt. P. and wins. 

In the second place. 

9. P. takes P. 
10. K. R. checks. 
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If he interpose K. B. he loses K. R. If he play 
K. Kt. to K. second square^ you play K. Kt. to its fifth 
square, &c. But if — 

10. Q.Kt. to K. second 
square. 

11. K. B. checks. 11. Q. B. to Q. second 

square. 

12. Q. Kt. to B. third square. 

If he play Q. to Q. Kt. third square, you may take 
his Q. B. then check with K. Kt. and on his moving 
back to K. square, you check with Q. at Q. R. fourth 
square, winning easily. But suppose he play-^ 

12. Q. B. takes B. 

13. Q, Kt. takes B. 13. Q. P. one square. 

14. Q. to Q. R. fourth 14. Q. to her second sq. 

square. 

15. Kt. to Q. sixth sq. 15. K. to Q. square. 

checking. 

16. Kt. takes K. B. P. 16. K. to his square. 

checking. « 

17. Q. takes Q. 17. K. takes Q. 

18. Kt. takes R. and wins easily. 

No. 3. 

7. K. B. P. one sq. 

It is difficult to ascertain which is the best method of 
attack, I shall therefore give the three most obvious 
moves, viz. Q. to Q, Kt. third square, K. Kt. to its fifth 
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square^ and K. P. one square. I rather prefer the last 
move, as however the others are very attacking, it will 
be instructive to bestow some attention on them. 

FIRST ATTACK. 

8. Q. to Q.Kt. third sq. 

FIRST DEFENCE. 

8. K.Kt. to R. third sq. 

9. K. P. one square. 

If he advance K. B. P. you should advance your K, P. 
in order to take his K, Kt. P. Therefore— 

9. P. takes P. 

10. K. Kt. takes P. 

If he take the Kt. you should retake with Q. B. and 
on his playing K. B. to its square, you play K. R. to 
K. square, having a fine attack. If he now play K. B. 
to its square, you should first take his Kt. and then 
check with K. R. Therefore he plays — 

10. Q. to K. second sq. 

11. Kt. takes Kt. 

In the first place. 

11. Q. P. takes Kt. 

12. Q.B.takesK.Kt.P. 12. Q. takes B. 

13. Q. takes B. 
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Black cannot take Q. R* and if*-« 

13. Q. R. P. two sq. 

14. K. R. checks. 14. K. to Q. sq. 

15. K. R. to Q. square, 15. K, to his square. 

checking. 

16. Q. to K. sq. ch. 16. Q. to K. second sq. 

17. Q. to Q. B. third sq. and wins easily. 

In the second place. 

11. Q. Kt. P. takes Kt. 

12. Q.B. takes K.Kt.P. 12. Q. takes B. 

13. Q. takes B. 13. Q. P. two squares. 

14. K. R. checks. 14. K. to Q. square. 

15. Q.Kt. toB. third sq. 

If he play K. R. to K. square, yott may take Q. P. 
with Q. Kt. If he play— 

15. P. takes B. 

16. Q. R. checks. 16. Q. B. to Q. second 

square. 

17. Q. to Q.Kt. seventh 17. Q. R. to Q. B. sq. 

square. 

18. Q.takesP.atQ.B. 18. K. R. to B. sq. 

sixth square. 

19. R. takes B. ch. 19. Q. takes R. 

20. Q. takes Kt. 20. Q. to K.B. fourth sq. 

21. Q. to her second sq. 21. Q. to Q. second sq. 

checking. 

22. Q. to K. Kt. fifth sq. checks and wins. 
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SECOND DEFENCE. 

8. K. Kt. to K. second 

square. 
9- K. P. one square. 

In the first place. 

9. P. takes P. 

10. Kt. takes P. 10. Q. P. two squares. 

11. R. to Q. square. 

I 

If he play Q. B. to K. third square^ you should take 
fai» Q. Kt. and oil his retskking with K. Kl. you take 
Q. P. withK.B. But if-- 

11. Castles. 

12. B. takes P. ch. 12. Kt. takes B. 

13. R. takes Kt. 13. Q. B. to K. third sq. 

14. R. takes Q. 14. B. takes Q. 

15. R. takes Q. R. 15. R. takes R. 

16. P. takes B. and has a piece more. 

In the second place. 

9. Q. P» two squares. 
10« K, R. to G^ squafe. 10. Castles. 

11. P. takes R 11. R takes P. 

12. K. B. takes P. ck 12. Kt. takes B. 

13. R. takes Kf. 13. Q. to K. square. 
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14. R. to K.Kt. fifth sq. 14. K. to R. square. 

checking. 

15. Q.toadv.K.Kt. sq. 15. R. takes Q. 

checking. 

16. Q. B. takes P. ch. 16. R. interposes. 

17. R. takes R. 

Whatever the Black may do, the least he will lose 
will be the queen for your Q. B. 

You might also, on the ninth move, instead of playing 
K. P. one square, have played as follows : — 

9. K. Kt. to its fifth sq. 9. P. takes Kt. 

In the first place. 

10. Q.B.takesK.Kt.P. 10. K. R. to B. square. 

11. B. takes R. 11. K. takes B. 

12. K. B. P. two sq. 12. K. Kt. P. one sq. 

White has an attacking game, but is inferior in power. 

In the second place. 

10. K. B. checks. 10. K. to B. square. 

11. K. B. to Q. fifth sq. 

Black cannot move either knight without loss ; there- 
fore — 

11. K. B. to Q. third sq. 

12. K. B. P. two sq. 

If he take the pawn with the bishop, you should play 
Q. to Q. B. third square, wmning the game ; and if — 

12. P. takes P. 

13. Q.toQ.B. third sq. 13. K. B. to K. fourth sq. 
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14. R. takes P. ch. 14. K. to his square. 

15. K. B. checks, and has a strong attacking 

position. 

SECOND ATTACK. 

1 . K. p. two squares. 1 . K, P. two squares, 

2. K. Kt. to B. third sq, 2. Q. Kt. to B. third sq, 

3. Q. P. two squares. 3. P. takes P. 

4. K.B. to Q. B. fourth 4, K, B, checks, 

square, 

5. Q. B, P. one sq. 5. P. takes P, 

6. Castles. 6. P. takes P, 

7. Q. B. takes P. 7. K, B. P, one sq. 

8. K. Kt. to its fifth sq, 8, K, Kt. to R, third 

square. 

9. Q. checks. 

If he play K. to B. square^ you may play K. B. P. 
two squares, but I think that Black would have the 
best of the game. If, however, he play — 

9, K. to his second sq. 

10. Q. B. takes P. ch. 

If he take the B. with the pawn, you should take his 
K. Kt. and he cannot take your Kt. without speedily 
losing; therefore— 

10. K. takes B. 

11. K.Kt.toB. seventh 11. Kt. takes Kt. 

square. 

12. Q. takes Kt. ch. 



130 kino's knight's qamb. 

If he move K. to his fourth square, he will be diedc- 
mated in five moves at most. 

12. K. to Kt. fourth sq. 

13. Q. takes K. Kt. P. 13. K. to B. fifth sq. 

checking. 

14. Q.Kt.toQ.B.third 14. K.B. takes Kt. being 

square. the best. 

15. Q. to K. Kt. third 15. K. takes P. 

sq. checking. 

16. Q. to K. B. third 16. K. to his fourth sq. 

sq. checking. 

17. R. checks. 17. B. takes R. 

18. R. takes B. ch. 18. K. to Q. fifth sq. 

19. Checkmates in five moves. 



THIRD ATTACK. 

i 



1 . K. P. two squares. 1 . K.P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq, 

3. Q. P. two squares. . 3. P. takes P. 

4. K. B. to Q. B. fourth 4. K. B. checks. 

square. 

5. Q. B. P. one sq. 5. P. takes P. 

6. Castles. 6. P. takes P. 

7. Q. B. takes P. 7. K. B. P. one sq. 

8. K. P. one square. - 
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If he take P. with Q. Kt. you should take with K. Kt. 
and afterwards play Q. to Q» Kt. third square ; there- 
fore — 

8. P. takes P. 

9. K. Kt. takes P. 9. Kt. takes Kt. 

1.0. Q. B. takes Kt. 10. K. Kt. to B. third sq. 

11. Q. to Q. R. fourth sq. 

If he play Q. B. P. two squares^ you should play 
Q. R. P. one square, and then Q. R. to its second square. 
If he play K. B. to K. second square, you may play 
K. R. to its square, and then Q. Kt. to B. third square. 
But if— 

11. Q. to K. second sq. 

12. Q. B. takes K. Kt. 12- P. takes B. 

13. Q. R. P. one sq. 

If he {day K. B. to adv. K. square* you play Q. R. to 
its second square; but if^— 

13. K. B. to Q.B. fourth 
square. 

14. Q. Kt. to B. third square, and has a very 

attacking game. 

In this game the chief error of the Black seems to be 
on the seventh move, taking Q. Kt. P. instead of which 
he would do better to play Q. P. one square. 



k2 
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FIFTEENTH GAME. 

White, Black. 

1 . K. P. two squares. 1 . K.P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. Q. P. two squares. 3. Kt. takes P. 

4. Kt. takes Kt. 4. P. takes Kt. 

5. Q. takes P. 

FIRST DEFENCE. 

5. Kt. to K. second sq. 

6. K.B. toQ.B. fourth 6. Kt. to Q. B. third 
square. square. 

7. Q. to her fifth sq. 7. Q. to K. B. third sq. 

8. Castles. 8. Q. P. one square. 

9. K. B. to Q. Kt. fifth 9. Q. B. to Q. second 

square. square. 

10. Q. Kt. to B. third 10. K. B. to K. second 

square. square. 

11. Q.B.toK. third sq. 11. Castles with K. R. 

12. K. B. P. two sq. 

White has a better position than the Black. 

SECOND DEFENCE. 

5. Q. to K. B. third sq. 
6. K. P. one square. 6. Q. to Q. Kt. third sq. 
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7. Q. B. to K. third sq. 7. Q. takes Q. 

8. B. takes Q. 8. Q. B. P. two sq. 

9. B. to K. third sq. 9. Q. P. two squares. 

The game is about equal. 



SIXTEENTH GAME. 

White. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B, third sq. 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. Kt. P. two sq. 

For this ingenious Variation in the King's Knight's 
Game, I am indebted to my friend Capt. W. D. Evans, 
of Milford, who has also obligingly famished me with 
most of the moves in this and the following Game. 
The sacrifice of Q. Kt. P. has two advimtages ; the 
first consists in its enabling the White frequently to 
play Q. B. to Q. Kt. second square, or to Q. R. third 
square successfully ; and ^s the best move for the 
Black is to take the pawn with the bishop, the White 
is able the sooner to advance K. B. P. two squares 
after he has castled. The game is generally, and with 
^eat propriety, called after the name of its inventor, 
Capt. Evans's Game. 
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If the Black take the pawn with the knight, he loses 

his K. P. If he remove K. B. to Q. Kt. third square, 

you should advance Q. Kt. P. and afterwards takes K. P. 

therefore — 

4. K. B. takes P. 

6. Q. B. P. one sq. 5. K. B. to R. fourth 

square. 

6. Castles. 

FIRST DEFENCE. 

6. K.Kt. to B. third sq. 

7. K. Kt. to its fifth sq. 7. Castles. 

8. K. B. P. two sq. 8. K. R. P. one sq. 

Instead of this move, Black has several other ways of 
playing, which will be given in separate Variations. 

9. K.Kt.take8K.B.P. 9. R. takes Kt. 

10. B. takes R. eh. 10, K. takes B. 

11. P. takes P. 11. Q. Kt. takes P. 

12. Q. to K. R. fifth sq. 12. K. to his third sq. 

checking. 

13. Q. to B. fifth sq.ch. 13. K. to Q. third sq. 

14. Q. P. two squares. 14. Q.Kt. to B. third sq. 

1 5. K. P. one sq. checks and wins. 

SECOND DEFENCE. 

6. Q. P. one square. 
7. Q. P. two sq. 7. P. takes P. 

Instead of this move, Black may play K. Kt. to B. 
third square. See the Fifth Variation. 
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8. P. takes P. 8, Q. to K. second sq. 

9. Q. P. one square. 9. Q. Kt. to K. fourth 

square. 

10. Kt. takes Kt. 10. Q. takes Kt. 

11. Q. checks. 11. Q. B. interposes. 

12. Q. takes K. B. 12. Q. takes R. 

13. Q. Kt. to B. third 13. Q. Kt. P. one sq. 

square. 

14. Q. to R. third sq. and afterwards wins the 

queen. 

FIRST VARUTION, 

BBGINNING AT THE EIGHTH MOVE OF THE BLACK. 

White. Black. 

1. K.P. two squares. 1. K.P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. Kt. P. two sq. 4. B. takes P. 

5. Q. B. P. one sq. 5. jB. to Q. R. fourth sq. 

6. Castles. 6. K. Kt. to B. third sq. 

7. K. Kt. to its fifth sq. 7. Castles. 

8. K. B. P. two sq; 8. Q. P. two squares. 

9. K. P. takes P. 

FIRST DEFENCE. 

9. Kt. takes P. 
10. Q. B. to R. third sq. 
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In the first place. 

10. K. Kt. to K. second 
square. 

11. P. takes P. 11. Kt. takes P. 

12. Q.toK.R. fifth sq. 12. K. R. P. one sq. 

13. Kt. takes K. B. P. and wins easily. 

In the second place. 

10. R. to K. square. 
1 L Q. to K. R. fifth sq. and wins. 

SECOND DEFENCE. 

9. Q-B. to K.Kt. fifth- 
square, 

10. Q. to Q. B. second 10. K. B. checks. 

square. 

11 . K. to R. sq. 11. Q. Kt. to R. fourth 

square. 

12. P. takes P. 12. Q. Kt. takes B. 

13. P. takes K. Kt. 13. K. Kt. P. one sq. 

14. Q. to K. fourth sq. winning a piece. 

SECOND VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 

White. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 
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3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. Kt. P. two sq. 4. jB. takes P. 

. 5. Q. B. P. one sq. 6. JB. to Q. R, fourth sq. 

6. Castles. 6. K. Kt. to B. third sq. 

7. K.Kt. to its fifth sq. 7. Castles. 

8. K. B. P. two sq. 6. K. P. takes P. 

9. Q. P. two squares. 9. K. R. P. one sq. 

10. Q. B. takes P. 10. P. takes Kt. 

Instead of this move he ought to play Q. P. one 
Bquare. 

11. Q. B. takes P. 11. Q. P. one square. 

12. Q. B. takes Kt. 12. P. takes B. 

13. Q. to K. R. fifth sq. and afterwards playing 

R. to K. B. fourth square, wins easily. 

If instead of playing K. R. P. one square on the ninth 
move, he were to play Q. P. one square, you ini^t take 
the pawn with Q. B. having an attacking position, equal 
perhaps to the loss of the pawn. 

THIRD VARIATION, 

BEGINNING AT THfi EIGHTH MOVE OF THE BLACK. 

fVhite. Black. 

1 . K.P. two squares. 1 . K.P. two squares. 

2. K. Kt. to B. third sq, 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K B. to Q. B. fourth 

square. . square. 
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4. Q. Kt. P. two sq. 4. B. takes P. 

5. Q. B. P. one sq. 5. jB. to R. fourth sq. 

6. Castles. 6. K. Kt. to B. third sq. 
. 7. K. Kt. to itsffth sq. 7. Castles. 

8. K. B. P. two sq. 8. K. Kt. takes K. P. 

9. Kt. takes K. B. P. 9- R. takes Kt. 

10. B. takes R. 10. K. takes B. 

11. Q. to K. B. third sq. 

If Black play K. Kt. to B. third square, or Q. P. two 
squares, you will win by taking P. with P. But if — 

11. K. B. checks. 

12. Q. P. two sq. 

If he take Q P. with Q. Kt. you may take K. Kt. 
with Q. hairing nothing to fear from the discovered 
check. But if-^ 

12. P. takes Q. P. 

13. Q. takes K. Kt. 13. P. takes P. ch. 

14. K. to R. square. 14. K. to Kt. sq. 

15. Q. Kt. takesP. 

White is equal in power, but superior in position. 

FOURTH VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 

White. Black. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. Kt. to B. third 
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3. K.B. to Q.B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Q. Kt. P. two sq. 4. K. B. takes P. 

5. Q. JB. P. one square. 5. K. B. to Q. R. fourth 

square. 

6. Castles. 6. K. Kt. to B. third sq. 

7. K. Kt. to its fifth sq. 7. Castles. 

8. K. B. P. two sq. 8. Q. P. one square. 

9. Q. P. one square. 

FIRST DEFENCE. 

9. K. R. p. one sq. 

10. K.B.P. one square. 10. P. takes Kt. 

11. Q. B. takes P. 

In the first place. 

11. K. B. checks. 

12. K. to R. square. 12. Q. Kt. to R. fourth 

square. 

13. Q. to K. square. 13. Kt. takes B. 

14. P. takes Kt. 14. R. to K. square. 

15. Q. to K. R. fourth 15. K. B. to K. sixth sq. 

square. 

16. B. takes B. 16. Kt. to K. R. second 

square. 

17. Q. toK. Kt. third sq. 

White has the best of the game^ having a very fine 
position. 
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In the secofifi place. 

11. Q. Kt. to its square. 

12. Q. to K. square. 12. Q. Kt. to Q. second 

square. 

13. K. R. to B. third sq. 13. K. R. to K. square. 

14. Q. to K. R. fourth 14. Q. B. P. one square. 

square. 

15. K. R. to its third sq. 15. K. to B. square. 

16. Q. checks. 16. K. to his second sq. 

17. Q. takes K. Kt. P. 17. R. to B. squai:e. 

18. K.R. toitssixthsq. 18. Q. checks. 

19. K. to B. square. 

If he play Q. to Q. Kt. seventh square, he will be 
checkmated in six moves. If he play Q. P. one square, 
you take K. Kt. with K. R. But if— 

19. K. to Q. square. 

20. B. takes Kt. ch. 

If he take the bishop, he will be checkmated in five 
moves. If he play K. to his square, he loses in four 
moves; therefore — 

20. K. toQ.B.secondsq. 

21. B. to K. seventh square, and wins. 

SECOND DEFENCE. 

9. Q. B. to K. Kt. fifth 
square. 
10. Q. to K. squate. 
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I 

I 

In the first place. 

10. Q. Kt. to Q. fifth sq. 

11. P. takes P. 

If he play Kt. to Q. B. seventh square, you will win 
by playing Q. to K. R. fourth square. 

11. Kt . to K. seventh sq. 

checking. 

12. K. to R. square. 12. P. takes P. 

13. Q. B. to R. third square, and has the best 

of the game. 

In the second place. 

10. P. takes P. 

11. Q. B. takes P. 11. K. R. P. one sq. 

12. K.Kt. to B. third sq. 

The game seems rather in favor of the Black. 

FIFTH VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE 

BLACK. 

fVhUe. Black. 

1. K. p. two squares. 1. K. P. two squares. 

2. K.Kt. toB. third sq. 2. Q.Kt. to B. third sq. 

3. K.B. to Q.B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Q. Kt. P. two sq. 4. B. takes P. 
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5. Q. B. P. one sq. 5. B. to Q. R. fourth sq. 

6. Castles. 6. Q. P. one square. 

7. Q. P. two squares. 7. K.Kt. to B. third sq. 

8. Q. to Q. R. fourth sq. 

FIRST DBFBNCB. 

8. K. Kt. takes K. P. 

9. K. B. to Q. fifth sq. 9. K.B.takesQ.B.P. 
10^.. B. takes Q. Kt. ch. 10. P. takes B. 

U. Q. Kt. takes B. 11. Kt. takes Kt. 
12. Q. takes P. checks and wins. 

SECOND DEFENCE. 

8. Q.B.toQ.secondsq. 
9. Q. P. one square. 9. Q. Kt. to Q. fifth sq. 

10. Q. takes K. B. 10. Q. Kt. to Q. B. 

serenth sq. 

11. K.B. to Q, third sq. 11. Kt. takes R. 

12. Q. B. to Kt. second sq. 

You have the best of the game. 

THIRD DEFENCE. 

8. K. P. takes P. 
9. K. P. one square. 9. K. Kt. to its fifth sq. 

10. Q. B. P. takes P. 

If he were to castle^ you should play K. R. P. one 

square^ and afterwards Q. P. one square, winning a 

piece. But if-^ 

10. Q.B.toQ.secondsq. 

11. Q, to R. third sq. 11. K.B. to Kt. third sq. 
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12. Q. B. to K. Kt. fifth 12. K. B. P. one square. 

square. 

13. P. takes Q. P. 13. P. takes. P, 

14. R. checks. 

In the first place. 

14. K. to B. square. 

15. Q.B^toK.B. fourth sq. 

You have evidently the hest of the game, as what- 
ever he may do you will win Q. P. and remain with a 
very superior position. 

In the second place. 

14. Q. Kt. to K. second 
square. 

15. Q.B.toK.B. fourth 15. K.B. to Q.B. second 

square. square. 

16. Q.Kt.toB. third sq. 

If he play Q. B. to it& third square, you should 

advance Q. P. and then play Q. Kt. to K. fourth square. 

But if— 

16. K. to B. square. 

17. R. takes Kt. 17. Q. takes R. 

1 8. Q. R. to K. square, and wins easily. 



SEVENTEENTH GAME. 

fVhite: Blaek. 

1 . K. P. ttoo squares, 1 . K. P. two squares. 

2 . K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 
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3. K.B. to Q.B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. Kt. P. two ^. 4. K. B. takes P. 

5. Q. B. P. one squared 5. K.B. to Q.B. fourth 

square. 

6. Castles. 6. K. Kt. to B. third sq. 

In a Variation he plays Q. P. one square. 

7. Q. P. two squares. 

If he were to phiy B. to Q. Kt. third square, you 
would take P. with P. and if he take your K. P. with 
K. Kt. you play Q. to her fifth square ; therefore— 

7. P. takes P, 

8. P. takes P. 

FIRST DEFENCE. 

8. B. to Q.Kt. third sq. 

9. K. P. one square. 

If he play Kt. to K. fifth square, you should move 
R. to K. square. If he play it to Kt: fifth square, you 
take K. B. P. with K. B. &c. ; therefore — 

9. K. Kt. to its square. 

10. Q. P. one square. 10, Q. Kt. to K. second 

square, (A.) 

11. Q. P. one square. 1 1 . P. takes P. 

12. P. takes P. 12. Q.Kt. to B. third sq. 

13. Q. to her fifth sq. 13. Q. to K. B. third sq. 
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14. Q. to K. fourth sq. 14. K. to B. square. 

checking. 

15. R. to K. square. 15. Q. to her square. 

16. Q.B.toK.Kt.fifthie. K.Kt. to B. third sq. 

square. 

17. B. takes Kt. 17. P. takes B. 

18. Q. to her fifth square, and wins easily. 

(A.) 

10. Q. Kt. to R. fourth 
square. 

11. Q. B. to K. Kt. fifth sq. 

In the^rst place, 

U.K. Kt. to K. second 
square. 

12. Q. P. one square. 12. P. takes P. 

13. P. takes P. 13. K. B.P. one square. 

14. P. takes Kt. 14. Q. to B. second sq. 

15. K. B. to Q. fifth sq. 15. P. takes B. 

16. Kt. takes P. and wins. 

In the second place. 

11. K. B. P. one sq. 
12. P* take« P. 

If he take P. with P. you would win by playing Kt. 
to K. fifth square. 

L 
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12. K. Kt. takes P. 

13. Q/P. one square. 

If he take the pawn^ he will lose the queen at the 
least. 

13. K. R. P. one i^quare, 
(B.) 

14. K. R. checks. 14. K. to B. square. 

15. Q. B. takes Kt. 

If he take B. with K. Kt. P. you may play K. Kt. to 
R. fourth square. 

15. Q. takes B. 

16. Q. toK. second sq. 16. Q. to her square. 

17. Kt. to K. fifth square, winning easily. 

(B.) 

13. Kt. takes K. B. 

14. Q. to K. second sq. 14. K. to B. square. 

checking. 

15. Q. takes Kt. 

If he take P. with P. you play Q. Kt. to B. third 
square, having certainly the best of the game, though 
inferior in power. But if — 

15. K. R. P. one sq. 

16. K. Kt. to R. fourth 16. Q. to K. square. 

square. 

17. B. takes Kt. 17. P takes B. 
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18. Q. to her third sq. 18. K. R. to Kt. sq, 

19. Q-Kt. to B. third sq. 

White ought to whi. 

SECOND DEFENCE. 

8. K. B. to Q. Kt. fifth 
square. 
9. K. P. one square: 9. ^C. Kt. to K. fifth sq. 

10. Q. to K. secoiid sq. 10. Kt. to Q.B. sixth sq. 

11. Kt. takes Kt. 11. B. takes Kt. 

12. Kt. to K. Kt. fifth sq. 

If he castle you play Q. to her third square^ winning 
K.B. 

In the first place. 

12. Q. Kt. takes Q. P. 

13. Q. to K. third sq. 13. B. takes Q. R. 

14. K. B. takes P. ch. 14. K. to B. square. 

15. Q. B. checks. 15. Q. P. one square, 

16. P. takes P. and wins easily. 

In the second place. 

12. B. takes R. 

13. K. B. takes P, ch. 13. K. to B. square. 

14. Q. B. checks. 

If he play Kt. to K. second square^ you play Q. to 
K. B. third square, winning easily ; therefore — 

14. Q. P. one square. 

15. P. takes P. 15. P. takes P. 

l2 
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16. B. takes P. ch. 16. Kt. to K. second sq. 

17. Q. B. to Q. R. third sq. 

If he take Q. P. with K. B. you should play R. to Q. 
square. If he play Q. B. to K. Bi fourth square^ you 
win by playmg R. to K. square. 

17. K.B. to Q.B. sixth 

square. 

18. Q. to K. B. third sq. 

If he take Q. P. with either Q. or B. you win by 
playing R. to Q. square. But if — 

18. K. Kt. P. one sq. 

19. Checkmates in eight moves at most. 



VARIATION, 

BBGINNING AT THE SIXTH MOVE OF THE BLACK. 

White. Black. 

1 . K, P. two squares. 1 . K. P. two squares. 

2. K. Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. square. 

4. Q. Kt. P. two sq. 4. B. takes P. . 

5. Q. B. P. one sq. 5. B. to Q. B. fourth sq. 

6. Castles. 6. Q. P. one square. 

7. Q. P. two squares. 7. P. takes P. 
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8. P. takes P. 8. B. to Q. Kt. third sq- 

9. Q. B. to Q. Kt. second sq. 

FIRST DEFENCE. 

9. Q.B. to K.Kt, fifth 
square. 

10. K. B. to Q. Kt. fifth sq. 

In the first place. 

10. Q. R. P. one sq. 

11. K. B. to Q.R. fourth 11. Q. P. one square. 

square. 

12. P. takes P. 12. Q. takes P. 

13. Q. Kt. to B. third 13. B. takes K. Kt. 

square: 

14. Kt. takes Q. 14. B. takes Q. 

15. Kt. takes K. B. 15. P. takes Kt. 

16. Q. R. takes B. 

If he play K. to B. square^ you should play Q. P. one 
square^ if he play Kt. to Q. Kt. fifth square^ he loses 
it ; and if he play it elsewhere, you either check with 
Q. B. at rook's third square, or advance Q. P. having 
decidedly the best of the game. But if he play — 

16. K. B. P. one sq. 

17. Q. P. one square. 17. P. to Q. Kt. fourth 

square. 

18. P. takes Kt. 18. P. takes B. 

19. P. takes P. 19. Q. R. to Kt. sq. 
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20. K. R. checks. 20. K. toJB. second sq, 

21. Q. R. checks. 21. K. to Kt. third sq. 

22. B. to Q. R. third sq. and wins easily. 

SECOND DEFENCE. 

9. K.Kt.toB. third sq. 

10. Q.Kt. to Q. second 10. Q. B. to K. Kt- fifth 

square. square. 

11. K. P. one square. 

If be play Q. P. one square, you should take K. Kt. 
and then check with K. R. winning easily. But if — 

11. P. takes P. 

12. P. takes P. • 12. Q. B. takes Kt. 

13. Kt. takes Kt. 13. Q. takes Q. 

14. Q. R. takes Q. 14. Kt. to K.Kt. fifth sq. 

There is not much difference in the game ; the position 
of the White is superior to the Black's^ who however 
has a pawn more. 

From the foregoing Variations, which are merely 
a sketch of this game, the reader will observe that the 
sacrifice of the Q. Kt. P. on the fourth move, gives the 
White a considerable attack, and forms an interesting 
variety of the King's Knight's Game. If Black, on the 
fifth move, instead of playing K. B. to R fourth square, 
or to Q. B. fourth square, were to play it to K. second 
square, you should play Q. to Q. Kt. third square, and 
' on his playing K. Kt. to R. third square, to defend 
K. B. P. you play Q. P. two squares, having a good 
game. 
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DEFENCE, 

THE BLACK HAVING THE FIRST MOVE. 

FIRST GAME. 

Black. White. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt.toB. third sq. 

3. Q. B. P. one sq. ) 3. K. B. P. two sq. 

In the first place, 

4. P. takes P. 4. Q.'P. one square. 

5. K. Kt. P. two sq, 5. K. R. P. two sq. 

6. K. Kt. to its sq. 6. P. takes P. 

7. Q. takes P. 7. Q. Kt. to K. second 

square. 

8. K. B. to Q. third sq. 8. K.Kt.toR. third sq. 
and recovers the pawn with the best position. 

In the^ second pla^e. 

4. Q. P. two squares. 4. K. B. P. takes P. 

5. Kt. takes P. 5. K.Kt. to B. third sq. 

6. Kt. takes Kt. 6. Q. Kt. P. takes Kt. 

7. Q. B. to K. Kt. fifth 7. Q. P. two squares. 

square. 

The game is about equal. 
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In the third place, 

4. K. B. to Q. Kt. fifth 4. P. takes P. 

square. 

5. K. B. takes Kt. 5. Q. P. takes B. 

6. Kt. takes P. 6. Q. to K. Kt. fourth 

square, and has a fine game. 



SECOND GAME. 

Black. ' fFhtte. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 

3. K.B. to Q.B. fourth 3. fe.B. to Q,B. fourth 

square. square. 

4. Q. P. one square. . 4. Q. P. one square. 

5. Q. B. P. one sq. 

FIRST DEFENCE. 

5. Q. to K. B. third sq. 

6. Q. B. to K. Kt. fifth 6. Q. to K.Kt. third sq. 

square. 

If he play Q. to her second square, you wui a piece 
by advancing K. R. P. one square. But if — 

7. Castles. 7. Q. B. to K. Kt. fifth 

square. 
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8. Q. Kt. to Q. second 8. K. Kt. to R. third 

square. square. 

9. Q. B. takes Kt. 9. Q. takes B. 

10. Q. to Q. Kt. third 10. Q. Kt. to Q. sq. and 
square. the game is equal. 

SECOND DEFENCE. 

5. Q. to K. second sq. 

If Black play Q. P. one square^ you should not take 
it^ but play B. to Q. Kt. third square. But if — 

In the first place. 

6. K. Kt. to its fifth sq. 6. Q.Kt. toQ.sq. 

7. Castles. 7. K. B. P. one sq. 

8. K. B. takes Kt. 8. R. takes B. 

. If Black check with queen^ or take K. R. P. with Kt. 
he will lose a piece by your playing K. Kt. P. one 
square; therefore — 

9. K. Kt. to B. third sq. 9. Q. B. to K. Kt. fifth 

square. 

White has a good game. 
In the second place. 



6. Q.B. to K.Kt. fifth 6. K. B. P. one sq. 

square. 

7. K. B. takes Kt. 7. P. takes Q. B. 

8. K. B. to Q. filth sq. 8. P. to K. Kt. fifth sq. 
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9. K. Kt. to Q. second 9. K. R. to B. sq. 
square. 

If Black play K. B. P. one square^ you should check 
with Q. at K. R. fifth square^ and on his interposing 
K. Kt. P. you play Q. to K. R. fourth square^ winning 
a pawn at the least. But if — 

10. K. castles. 10. Q. to K. R. fifth sq. 

White has a fine game. 



TfflRD GAME. 

r 

Black. White. 

1. K. P. two squares. 1. K. P. two squares, 
^ 2. K.Kt. to B. third sq. 2. Q. Kt. to B. third sq. 

3. K.B. to Q.B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Q. P. two squares. 4. B. takes P. 

5. Q. B. P. one sq. 5. K. B. to Q. Kt. third 

square. 

You would have played ill had you moved it to Q. B. 
fourth square^ because he would take your K. B. P. 
checking, in order to play Q. to her fifth squaire. 

6. K. Kt. to its fifth sq. 6. K. Kt. to R. third sq. 

7. Q. to K. R. fifth sq. 7. Castles. 

8. K. B. P. two sq, 8. P. takes P. 
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9. Q. B. takes P. 9. Q. P. one square. 

10. K. R. to B. sq. 10. Q. to K. second sq. 
and has the best of the game. 

The above moves might also occur in the King's 
Bishop's Game : for example— 

1. K. P. two squares, 1. K. P. two squares. 

2. K. B. to Q.B. fourth 2. K. B. to Q. B. fourth 

square. square. 

3. Q. P. two squares. 

You must not take with the pawn^ because Black 
would take K. B. P. checking, in order to check after- 
wards with Q. at K. R. fifth square ; therefore — 

3. B. takes P. 

4. K. Kt. to B. third 4. Q. Kt. to B. third 

square. square, &c. 

From the above it will be seen, that it is bad play to 
advance Q. P. two squares, after the bishops have been 
played; it can only be done with propriety in the 
knight's game, as has been already shown, page 117> 
et seq^ 



FOURTH GAME 

Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. Kt. to B. third 2. Q. Kt. to B. third 

square. square. 
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3. K. B. to Q,B. fourth 3. K.B.toQ.B. fourth 

square. square. 

4. Q. P. one square. 4. Q. P. one square. 

5. K. Kt. to its fifth sq. 5. K. Kt. to R. third sq. 

In the first pldce, 

6. K. B. P. two sq. 6. B. toK! Kt. fifth sq. 

If he play Q. to her second square^ yon may take 
K. B. P. and afterwards play Q. to her second square^ 
and then castle. But if — 

7. K. Kt. takes K. B. P. 7. Q. to K. second sq. 

winning a piece. 

In the second place. 

6. Castles. 6. Castles. 

7. K. to B. square. 7. K. to R. square. 

8. K. B. P. two sq. 8. K.B.P. two squares^ 

and the game is quite equal. 



FIFTH GAME. 



Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. Kt. to B, third 2. Q.Kt. to B. third sq. 
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3. KLB.toQ.B.fourth 3. K.B.toQ.B. fourth 

square. square. 

4. Castles. 4. Q. P. one square. 

5. K. R. to K. square* 5. K.Kt. to B. third sq. 

6. K.Kt. to its fifth sq. 6. K. B. takes K. B. P. 

checking. 

If K. take B. you check with K. Kt. and then take 
Kt. with Q. 

7. K. to R. square. 7. K.Kt. to its fifth sq. 

If he takeJC. B. P. with K. Kt. you play Q. to K. R. 
fifth square. If he play K. R. to B* square^ you take 
the Kt. But if— 

8. K. B. takes P. ch. 8. K. to B. square. 

9. Kt. to K. sixth sq. 9. Q. B. takes K^. 

checking. 
10. B. takes B. 10. B. takes R. 

11 Q. takes Kt. IL K.B.toK.R.fifthsq. 

White has considerably the best of the game. Black 
ought on the sixth move to have played Q. B. P. one 
square, instead of K. Kt. 



SIXTH GAME. 

Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. toB. third sq. 2. Q.Kt.toB. third sq- 
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3. K.B.toQ.B. fourth 3. K.B. toQ. B.fourth 

square. square. 

4. Castles. 4. Q. P. one square. 

5. K. R. to K. sq. 5. K.Kt. toB. third sq. 

6. Q. B. P. one square. 6. Castles. 

FIRST ATTACK. 

7. Q. p. two squares. 7. K.B. to Q. Kt. third 

square. 

8. P. takes P. 

In the first place. 

8. Kt. takes P. 

9. Kt. takes Kt. 9. P. takes Kt. 

10. Q. takes Q. 10. R. takes Q. 

11. Q.B. to K.Kt. fifth 11. R. to Q. third sq. • 

square. 

The game is equal. 

In the second place, 

8. K.Kt. to its fifth sq. 

If he play JC. R. to B. square^ you should take the 
pawn with Q. Kt. If he play Q. B. to K. third square^ 
you should exchange bishops, and then take the pawn 
with Q. Kt. But if— 

9. Q.B. to K.Kt. fifth 9. K. B. takes P. eh. 
square. 
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10. K. to B. square. 10. B. takes R. 

11. B. takes Q. 11. Kt. to K. sixth sq. 

checking. 

12. K. takes B. 12. Kt. takes Q. and has 

the hest of the game. 

SECOND ATTACK. 

7. Q. p. one square. 7. K. Kt. to its fifth sq. 

8. Q. P. one square. 8. P. takes P. 

9. Q. B. P. takes P. 9. Q. Kt. takes P. 

10. K. Kt. takes Kt. 10. Q. to K. R. fifth sq. 

In the first place. 

11. K. R. P. one sq. 11. Q. takesK.B.P.ch. 

12. K. to R. square. 12. Q.toK.Kt. sixth sq. 

13. P. takes Kt. 13. K. B. takes Kt. 

14. Q. takes B. 14. Q. to K. R. fifth sq. 

checking. 
.15. K. to Kt. square. 15. Q. takes R. ch. 
16. K. to R. second sq. 16. Q. takes Q. B. and 
has much the best of the game. 

In the second place, 

11. Q.B. to K. third sq. 

If, instead of this move, he were to play K. Kt. to 
B. third square, he would be checkmated in three 
moves. 

11. Q.takesK.R.P.ch. 
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12. K. to B. square. 12. Q. to adv. K. R. sq. 

checking. 

13. K. to his second sq. 13. Q. takes K. Kt. P. 

14. K. R. to Kt. sq. 14. Kt. takes B. 

15. K. takes Kt. 15. B. takes Kt. ch. 

16. K, takes B. 16. Q.takesK.B.P. ch, 

17. K. to Q. B. third sq. 

White has the best of the game, having gained four 
pawns for a piece. 



SEVENTH GAME. 

Black. fVhite. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. Kt. to B. third 2. Q. Kt. to B. third sq. 

square. 

3. K.B. to Q.B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Castles. 4. Q. P. one square. 

5. K. R. to K. sq. 5. K.Kt. to B. third sq. 

6. Q.B. P. one square. 6. Castles. 

7. Q. P. one square. 7. K. Kt. to its fifth sq. 

8. K. R. to K. B. sq. 8. K. to R. square. 

The best move is K, R. P. one square. But suppose 
he plays — 

9. K. Kt. to its fifth sq. 9. K. B. P. two sq. 
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If he check with K. Kt. you should take it with K. R, 
and afterwards play Q. to K. R. fifth square. But if — 

10. K. R. P. one sq. 10. K. B. P. one sq. 

FIRST ATTACK. 

11. K..R. P. takes Kt. 11. Q. takes Kt. 

12. Q. Kt. to Q. second 12. Q. B. takes P. 

square. 

13. Q. Kt. to B. third 13. Q. to K. R. fourth 

square. square. 

14. Q- P. one square. 14. K. R. to B. third sq. 

15. K- R. to K. sq. 15. P. takes P. and has 

decidedly the best of the game. 

SECOND ATTACK. 

U.K. Kt. checks. 11. K. R. takes Kt. 

12. K. B. takes R. 12. Q. to K. R. fifth sq. 

In the first place . 

13. P. takes Kt. 13. Q. B. takes P. 

If he play Q. to Q. Kt. third square^ you should first 
play Q. Kt. to Q. R. fourth square^ and then advance 
K. B. P, If he play Q. to her second square, you should 
play K. B. P. and on his moving Q. to K. Kt. fifth 
square, you play Q. to K. Kt. sixth square. Finally, if 
he play— 

14. Q. to Q. B. second 14. K. B. P. one sq. 
square. 

M 
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15. K. R. to Q. sq. 15. Checkmates in four 

moves. 



In the second place. 

13. Q. P. one square. 13. K. P. takes P. 

14. Q. B. takes P. 14. P. takes Q. B. P. 

If he take the pawn with Q. Kt. you should take his 
K. B. P. with K. Kt. But if— 

15. K. R. P. takes Kt. 15. Q. B. takes P. 

If he play Q. to her third square, you should take 
Q. Kt. P. If he play Q* to Q* B. second square, or to 
Q. Kt. third square, you then play Q. Kt. to Q. fifth 
square. 



In the third place. 

13. Q.toK.B.thirdsq. 13. K. Kt. to K. B. third 

square. 

If he play the king, he Idses the queen. But if — 

14. Q. P. one square. 14. Q. Kt^ takes P. 

15. P. takes Kt. 15. K. B. takes P. 

16. aKt.toQ.B.third 16. K. Kt. P. two sq. 

square. 

17. Q.Kt. to Q. fifth sq. 17. K. Kt. P. onesq. 

18. K.R.P.takesP.(A.) 18. Q. B. takes P. 
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1$* Q. to her third sq. 19- K. B, P. one sq. . 

If he play Q. B. to K. third square^ you will check- 
mate him in three moves. If he take the knight^ you 
play Q. to K. Kt, dlxth square. Finally, if — 

20. P. takes P. 20. Q. to K. Kt. sixth 

sq. checking. 

21. K. toR. sq. 21. Q.B. takesP. checks 

and wins. 



(A.) 



18. Q. to her third sq. 18. Kt. takes Kt. 

19. K. P. takes Kt. 19. P. takes K. R. P. 

20. K.B. to K. sixth sq. 20. B. takes B, 

21. P. trices Q. B. 21. P. takes K. Kt. P. 

22. K. takes P. 22. R. checks. 

23. K. to BV third sq. 23, Q. to K.Kt. fifth sq. 

checking. 

24. K. to his fourth sq. 24. Q. to K.Kt. third sq. 

checks and wins. 



EIGHTH GAME. 
Stack. White. 

1. K. P. two squares. 1. K. P. two squares. 

2, K. Kt.toB. third sq. 2. Q.Kt. to B, third sq, 

M 2 
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3. K, B. to Q.B. fourth 3. K,B. to Q.B. fourth 

square. square. 

4. Castles. 4. Q. P. oue square. 

5. K. R. to K. square. 5. K.Kt. to B. third sq. 

6. Q.B.R one square. 6. Castles. 

7. Q. P. one square. 7. K. Kt. to its fifth sq. 

8. Q. P. one square. 8. P. takes P. 

9. Q. B. to K. Kt. fifth 9. K. Kt. takes K. B. P. 

square. 

In the first place. 

10. Q. to Q.Kt. third sq. 10. P. takes P. 

11. Q.B. takes Q. (A.) 11. P. takes Q.Kt. P. 

12. Q. takes P. (B.) 12. Kt. to Q. sixth sq. 

checking. 

13. K. to B. square. 13. Kt. takes Q. 

14. Q.B. toK.R. fourth 14. Kt. takes K. B. and 

square. will win. 

(A.) 

11. Q.Kt. takes P. 11. K.Kt. toK.R.sixth 

sq. checking. 

12. K. to B. square. 12. K. Kt. takes Q. B. 

13. Kt. takes Kt. 13. Q. takes Kt. 

(B.) 

12. Q.Kt.toQ.B. third 12. K. Kt. to adv. Q. sq. 
square. checking. 
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13. K. to B. square. 13. P. takes Q. R. and 

becomes a queen. 

14. K. R. takes Kt. 14. Q. takes K. R. ch. 

15. Kt. takes Q. 15. Q. Kt. takes Q. B. 

White lias the best of the game^ having two rooks 
and three pawns for the queen. 

« 

In the second place. 

10. Q. B. takes Q. 10. K. Kt. takes Q. 

11. K. R. takes Kt. 11. P. takes P. ch. 

12. K. to B. square. 12. P. takes P. 

13. Q.Kt. to Q. second 13. P. takes Q. R. and 

square. becomes a queen. 

14. K. R. takes Q. 14. Q. Kt. takes Q. B. 

and wins. 



In the third place, 

10. K. takes Kt. 10. P. takes P. ch. 

11. K. to B. square. 11. P. takes Q. Kt. P. 

12. Q.Kt.toQ.B.third 12. P. takes Q. R. and 

squarCi becomes a queen. 

13. Q. takes Q. 13. Q. to K. square, and 

has considerably the best of the game. 
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NINTH GAME. 

Black. fVhiU, 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt.tpB. third sq. 

3. K. B. to Q. Kt. fifth 3. K. B. to Q.B. fourth 

square. square. 

If he were to play Q. B. P. one square^ you should 
play Q. to K, B. third square, and if be thfiu w^re to 
take Q. Kt, you retake with Q. But suppose — 

4. K. B. takes Kt. 4. Q. P. takes B. 

5. Q. B. P. one sq. 5. Q. to her sixth sq. 

6. K. Kt. takes P. 6. Q. takes K. P. ch. 

7. Q. to K. second sq. 7. Q. takes K. Kt. P. 

If he were to play K. Kt. to its sixth square, checking, 
he would lose a piece by your playing K. Kt. to K. 
second square. If he play Kt. to Q. third square, you 
should also interpose K. Kt. and on his removing K. R. 
you play K. B. to Q. third square, and afterwards pastle. 
If he were to pl^y Q. to K. B. third square, you would 
gain another pawn by taking K. B. P. with K. P. He 
therefore plays — 

6. K.Kt. toB.tlurdsq. 8. K. Kt. to K. ^cond 

checking. square. 

9. K. R. to Kt. sq. 9. Q. to K. R. sixth sq. 
10. R. takes K. Kt. P. 10. Q. B. to K. Kt. fifth 

square. 
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11. Q. to Q. B. fourth 11. K. B. takqs P, cl^. 

square, 

12. K. takes B. 12. Q. takes Kt. ch. 

13. K. to Kt. square. 13. Q. B. to K. third 

square, and has a fine game. 



TENTH GAME. 

Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K.Kt. to B. third sq. 2. Q.Kt. to B. third sq. 
3; K.B. to Q. B. fourth 3. K.B. to Q.B. fourth 

square. square. 

4. Q. P. one square. 4. Q. P. one square. 

5. K. Kt. to its fifth sq. 5. K. Kt. to R. third sq. 

6. Q. to K. R. fifth sq. 6. Castles. 

7. Castles. 7. Q. Kt. to Q. fifth sq. 



FIRST DBFENCE. 

8. K. B. to Q. Kt. third 8. Q. B. to K. Kt. fifth 

square. square. 

In the first place. 

9. Kt. takes K. B. P. 9. B. takes Q. 
10. Kt. takes Q. ch. 10. Kt. takes B. 
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1 1 . Kt. to K. sixth sq. 11. Kt. takes R. 

12. Kt. takes R. 12. R. takes Kt. and has 

a forced won game. 

In the second place. 

9. K. B. takes K. B. P. 9. K. to R. square, 
checking. 

10. Q. to K. R. fourth 10. Kt. toK. seventh sq, 

square. checking. 

11. K. to R. square. 11. Kt. takes Q. B. 

12. R. takes Kt. 12. B. takes K. B. P. 

If he play K Kt. P. one square, you should take 
K. Kt. with the queen ; therefore — 

13. Q. takes B. 13. Q. takes Kt. and 

wins easily. 

SECOND DEFENCE. 

8. Q. to her square. 8. Q. B. to K. Kt. fifth 

square. 

In the fir st place , 

9. K.Kt. takesK.B.P. 9. K. R. takes Kt. 

10. K. B. takes R. ch. 10. K. to R. square. 

11. K. B. P. one sq. IL Kt. takesK.B.P. ch. 

12. K. to R. square. 12. Q. Kt. takes K.R.P, 

and wins easily. 
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In the second place. 

9. Q. to her second sq. 9. Q. Kt. to K. seventh 

sq. checking. 

10. K. to R. square. 10. Q. Kt. to K. B. fifth 

square. 

11. K. Kt. to B. third 11. B. takes Kt. 

square. 

12. P. takes B. 12. Q. to K. R. fifth sq. 

If he play Q. to her square^ you may either play Kt. 
to K. R. sixth square, or take K. B. P. with K. B. 
But if— 

13. Q. to K. square. 13. Q. toK. R. sixth sq. 

14. B. takes Kt. 14. Q. takes P. ch. 

15. K. to Kt. square. 15. P. takes B. 

If he play Q. to her square^ he loses her. If — 

16. Q.Kt. to Q. second 16. Q. to K. Kt. fifth sq. 

square. checking. 

17. K. to R. square. 17. P. to K. B. sixth sq. 

18. R. to K. Kt. sq. 18. Q. to K. R. fourth 

square. 

Black must lose, for if he play Q. to her square, you 
play K. Kt. to its fifth square. If he play K. R. to 
K. B. square, you play Q. to K. R. sixth square, and 
afterwards K. Kt. to its fifth square. If he play — 

19. Q. to K. B. sq. 19. K. Kt. to its fifth sq. 
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20. K. R. P. one sq. 20. Kt. takes K. B- P. 

Qhecking. 

21. K.toR. second sq. 21. Q. P. one square. 

22. B. takes P. 22. K. B. ehecks« 

23. R. to Kt. tbifd sq. 23. Kt. to K. Kt. fourth 

aq. checking. 

24. K. to Kt. «q. 24. ^B. takes R. and wins 

easily. 

The error of the Black in this game is on the seventh 
move ; instead of castUng he ought to play Q. B. P» 
one square. 



THIRD OPENING, 



OR THE 



QUEEN'S BISHOP S PAWN'S GAME. 



QUEEN'S BISHOP S PAWN S GAME. 



White. Black. 

\. K- P. two squares. 1. K. P. two squares. 

2. Q.B. P. one square. 2. K.Kt.toB. third sq. 

3. Q. P. two squares. 

If he take Q. P. you should advance K. P. and then 
take P. with Q. B. P. But if— 

3. K. Kt. takes P. 

4. Q. P. takes P. 4. K.B.toQ.B. fourth 

square. 

5. Q. to K. Kt. fourth sq. 

FIRST DEFBNCE. 

5. K. B. takes P. ch. 

6. K. to his second sq. 

In the first place. 

6. Q. to K. R. fifth sq. 

7. Q. takes K. Kt. P. 7. R. to K. B. square- 

8. K. Kt. to B. third sq. 



174 quben'8 bishop's pawn's game. 

If he play Q. to K. second square^ you win the 
exchange by playing Q. B. to K. R. sixth square ; 
therefore — 

8. Q. to K.R. fourth sq. 

9. aB.toK.R.firrth 9. K.B. to Q.B. fourth 

square. square. 

10. K. Kt. R two sq. 

Black cannot check with K. Kt. without losing it ; 
therefore — 

10. Q.toK.Kt. third sq. 

11. Q. takes Q. 11. P. t^es Q. 

12. B. takes R. and has considerably the best of 

the game. 

In the second place. 

6. K, B. takes Kt. 

7. K. R. takes B. 7. Q. P. two squares. 

8. Q. takes K. Kt. P. 8. K. to B. square. 

9. Q. B. to K. R. sixth 9. Q. Kt. to Q. second 

square. square. 

10. K. Kt. P. one sq. 10. Q. toK. second sq. 

11. K.B.toR. third sq. 11. K. Kt. to Q. B. 

fourth sq. 

12. K. B. tak^ Kt. ch. 12. Kt. takes B. 

13'. K. R. to K. square, and you have a very 
advantageous position. 
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In the third plate. 

6. Q. P. two squares. 

7. Q. takes K. Kt. P. 7. K. R. to B. square. 

8. Q.B.toK.R. sixth 8. K. B.toQ.B.fourth 

square. square. 

9- K.Kt.toB. third sq. 9. K. Kt. to K. B. 

seventh sq. 

10. Q. Kt. P. two sq. 10. Kt. takes R. 

11. P. takes B. 11. Q.Kt. to Q. second 

square. 

12. K. Kt. to its fifth square, and has a fine 

game. 

SECOND DBFBNCB. 

5. K.Kt, takesK.B.P. 

6. Q. takes K. Kt. P. 6. R. to K. B. square. 

7. Q. B. to K.Kt. fifth sq. 

In the first place. 

7. K. B. to K. second 

square. 

8. B. takes B. 8. Q. takes B. 

9. K. takes Kt. winning a piece. 

In the second place, 

7. K. B. P. one J^q. 
8. P. takes P. 



176 queen's bishop's pawn's qamb. 

If he play K. R. to B. second square, you should 
check at adv. K. Kt. square, and on his interposing 
K, B. you take his Kt. If he play — 

8- Kt. takes K. R. 
9. K. B. to K. secoi^d square, and has a forced 

won game. 

THIRD DEFENCE. 

5. Q. P. two squares. 

6. Q. takes K. Kt. P. 6. R. to B. square. 

7. Q. B. to K. third sq. 

If he play Q. to K. second square, you play Q. Kt. 
to Q. second square. But if — 

7. Q. P. one square. 

8. P. takes P. 8. B. takes P. 

9. Q. Kt. to Q. second sq. 

If he take the bishop, you win the game by taking 
the knight; therefore — 

In the first place. 

9. K.B.takesQ.Kt.P. 

10. Kt. takes Kt. 10. K. B. takes R. 

11. Kt. to K. B. sixth II. K. to his second sq. 

sq. checking. 

12. Q. B. checks. 12. K. to his third sq. 

13. Checkmates in five moves. 
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In the second place. 



9. Kt. takes Kt. 

10. R, to Q. square. 10. B. takes Q. Kt. P. 

11. Q. B. takes Kt. 

If he play Q. to her fourth square^ you should take 
K. R. and then check at K. R. sixth square with Q. B. 
If he play K. B. to Q. fifth square^ you play Q. B. to 
Q. Kt. fourth square^ and if he take K. B. P. checking, 
you take his bishop, for should he take your rook, he 
will be checkmated in three moves ; but if, instead of 
taking your K. B. P. checking, he were to play Q. B. P. 
two squares, you should check with K. B. and after- 
wards play K. Kt to B. third square, in order to castle. 
Suppose, however, that he plays — 

11. Q. to K. second sq. 

12. K. Kt. to B. third 12. Q.B. to K.B. fourth 

square. square. 

13. Q. to K. Kt. fifth square. 

If he play Q. to K. third square, you will have a fine 
game by playing Q. B. to Q. Kt. fourth square ; but if 
he exchange queens, your position will still be much 
superior to his. If, instead of the above defence. 
Black had played for his fifth move K. B. P. two 



N 
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gquares, you would still have taken his K. Kt. P. and 
if he then take your K. B. P. checkings you play K. 
to Q. square^ and afterwards opportunely K. B. to K. 
second square^ having in every case a fine game. 



<> 



FOURTH OPENING 



OR THB 



KING^S GAMBIT. 



n2 



KING^S GAMBIT, 



FIRST GAME. 



fVhite. 



Black 



1. K. P. two squares. \. K. P. two squares. 

2. K. B. P. two sq. 2. Q. checks. 



3. K. Kt. P. one sq. 

4. P. takes P. 

5. K. B. to K. Kt. 



3. Q. to K« second sq. 

4. Q. takes P. 

5. K.Kt. to B. third sq. 



second sq. 

6. Q. P. two squares. 6. Q. to Q.R. fourth sq. 

checking. 

7. Q. B. P. one sq. , 

Instead of this move^ Ponziani directs the White to 
play as at (A.) 

7. Q. P. on^ square. 
S. Q.Kt. to Q.R. third sq. 

If he advance Q. P. another square^ you should move 
K • P* on the knight ; and if he then take Q Kt. with 
K* B. you should take his K. Kt. 
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8. Q.B. to K. third sq. 
9. K. p. one square. 9. K. Kt. to Q. fourth 

square. 
10. Q. B. to Q. second square, having a fine 
game. 



(A.) 



7. Q.B. to Q. second 7. Q. to Q.Kt. third sq. 

square. 

8. K. P. one square. 8. Q. takes Q. Kt. P. 

9. Q. B. to its third sq. 

PoNZiANi says you will win K, Kt. he appears to 
have overlooked the next move of the Black. For 
example : — 

9. K. B. to Q. Kt. fifth 
square. 

If you take K. Kt. he will take Q. B. giving check ; 
and if yoy take K.B. with Q. Kt. he will retake checking, 
and afterwards take P. with K. Kt. P. but if, instead of 
taking his K. B. with Q. Kt. you were to play K. to B. 
square^ he would take Q. P. ^/ith K. B. in order if you 
check with the queen to interpose at K. fourth square ', 
therefore — 

10. Q. B. takes B. 10. Q. takes B. ch. 

11. Q. B. P. one square. 

If he 'play Q. to Q. Kt. seventh square, you may 
take his K. Kt. ; therefore — 

11. Q. to K. second sq. 
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12. Q. toK. second sq. 12. K. Kt. to its square. 
White's game is not now so good as before. 



SECOND GAME. 

White. Blaek. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. R. P. two sq. 3. K.B.toK.secondsq. 

4. Q. to K. Kt. fourth 4. K.Kt. to B. third sq. 

square 

In the first place, 

5. Q. takes K. Kt P. 5. K.IL to Kt. square. 

6. Q. to K.R. sixth sq. 6. K. B. to Q. third sq. 

7. K.R.P. one square. 7. K. R. to K. Kt. fifth 

square. 

8. K. P. one square. 8. K. B. takes P. 

If you play Q. P. one square, he will play K. B. to 
Q. third square^ and afterwards to its own square, 
-winning the queen. If you play K. B. to K. second 
square, he may play P. to K. B. sixth square, having 
in every case a very attacking game. 
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In the second place, 

5. Q. takes Gambit P. 5. Castles. 

6. Q. P. one square. 6. Q. P. two squares. 

7. K. P. one square. 7. K. Kt. to R. fourth 

square. 

8. Q. to K. B. second 8. K. B. P. one square, 

square. and has the best of 

the game. 



THIRD GAME. 

fVhiie. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P, 

3. K.Kt.toB.thmisq. 3. K. Kt. P. two sq. 

4. K.R. P. two squares. 4. K.Kt. P. one square. 

5. K.Kt.toK. fifth sq. 5. K. B. to K. second sq. 

FIRST ATTACK. 

6. K.Kt.takesK.Kt.P. 6. K. B. takes P. ch. 

7. K. Kt. toB. second 7. Q. P. one square. 

square. 

8. Q. P. two squares. 8. Q. to K. Kt. fourth 

square. 

Black has the best of the game. 
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SECOND ATTACK. 

6. Q. takes K. Kt. P. 6. Q. P. one square. 

7. Q.toK.Kt. seventh 7. P. takes Kt. 

square. 

8. Q. takes R. 8. K. B. takes P. eh. 

9. K. to Q. square. 9. Q. B. checks. 

10. K. B. interposes. 10. B. takes B. ch. 

11. K. takes B. 11. Q. to K. Kt. fourth 

square. 

In the first place, 

12. K.R. to K.Kt. sq. 12. Q.Kt. to B. third sq, 

13. Q. takes K. R. P. 13. Q. Kt. checks. 

14. K. to Q. third sq. 14. Checkmates in six 

moves. 

In the second place. 

12. K. R. takes B. 12. Q. takes K. Kt. P. 

checking. 

If you play K. to his square^ he will play Q. Kt. 
to B. third square^ and afterwards advance the Gambit 
pawn. But if— 

13. K. to Q. thkd sq. 13. Q.Kt. to B. third sq. 

If you play Q, Kt. to Q. B. third square, you will 
lose the queen or be checkmated in nine moves. And 
if— 

14. Q. takes K. R. F. 14. Castles, checking. 
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15. K. toQ.B. third sq. 15. Q. to adv. K.Kt. sq. 

16. Q. P. one square. 16. Q. takes Q. B. 

17. K. K to its square. 17. Checkmates in six 

moves. 



FOURTH GAME. 

White. Black* 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt.toB. third sq. 3. K. Kt. P. two sq. 

4. K. R. P. two sq. 4. K.Kt. P. one square- 

5. K.Kt. to K. fifth sq. 5. Q. to K. second sq. 

6. K. Kt. takes P. 6. K.B.P. two squares. 

7. K. Kt. to B. second 7. P. takes P. 

square. 

8. Q. checks. 8. K. to Q. square. 

9. Q. to K.B. fourth sq. 9. K. P. one square. 

10. K. Kt. to ite fourth 10. P. takes P. ch. 

square. 

11. K. takes P. 1 1 . Q. P. one square. 

12. Q. takes P. 12. K.R. P. two squares, 

13. Kt. to K. third sq. 13. K. B. to R. third sq. 

14. Q. to K. B. second 14. K.Kt. to B. third sq. 

square. 
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If you play K. B. to Q. third square^ he ought to 
play K. R. to K. square^ and afterwards K. Kt. to its 
fifth square. But if — 

15. K. to Q. square. 15. K. Kt. to its fifth sq. 

16. Kt. takes Kt. 16. Q. B. takes Kt. ch. 

17. K.B. to K. second 17. K. B. takes B. 

square. 

18. K. B. takes Q. B. 18. K.B.takesQ.Kt.P. 

and wins. 



FIFTH GAME. 

White, Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt.toB. third sq. 3. K. Kt. P. two sq. 

4. K. R. P. two sq. 4. K.Kt.P.one square. 

5. K.Kt.toK. fifth sq. 5. Q. to K. second sq. 

6. Q. P. two squares. 6. Q. P. one square. 

7. K.Kt.takesK.Kt.P. 7. K.B. P. two squares. 

8. K. Kt. toB. second 8. P. takes P. 

square. 

9. Q. checks. 9. K. to Q. square. 

10. Q.B. takesP. 10. K. Kt.toB. third sq. 

11. Q. to K. second sq. 11. K. R. P. two squares. 

12. Q. B. P. two sq. 12. Q. B. P. one square. 
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13. Q. P. one square. 13. K. B. to R. third eq, 

14. Q. B. takes B. 14. K. R. takes B. 

15. Q. Kt. to B. third 15. Q.B.toK.B. fourth 

square. square. 

16. K. Kt. P. one sq. 16. K.R. to K. Kt. third 

square. 

17. K R. to K. Kt. sq. 17. Q. Kt. to Q. second 

square. 

The position is in h.vo\tt of the Black. 



SIXTH GAME. 

fFhite. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two.sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K.Kt. P. two sq. 
/4. K.B. to Q.B. fourth 4. Q. P. one square. 

square. 

5. K. R. P. two sq. 5 K. Kt. P. one sq. 

6. K. Kt. to its fifth sq. 6. K.Kt. toR. third sq. 

7. Q. P. two squares. 

If he play Q. to K. B. third square, you should castle. 
But if— 

7. K. B. P. one sq. 

In the First Series, page 202, it is stated that you 
might now, instead of playing K. Kt. to K. sixth square^ 
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take the Gambit pawn with Q. B. leaving your K. Kt. 
en prise ; the following moves will prove that the 
sacrifice of the knight gives a very powerful attack. 

8. Q. B. takes. P. 8. P. takes Kt. 

FIRST ATTACK. 

9. Q. B. takes P. 

The best move for the Black is to play K. B. to K. 
second square, and if you take K. Kt. he should take 
K. R. P. checking, &c. your game would, however, 
even then be slightly superior to his. But suppose he 
plays — 

9. Q. to her second sq. 

10. Castles, 10. Q. B. P. one sq. 

11. Q. to her second sq. 11. Q. P. one square. 

12. P. takes P. 12. P. takes P. / 

13. Q. Kt. to B. third sq. 

« 
If he take the bishop, you should check with Q. R. 

winning the game. If he were to play Q. to her third 

square, you check with K. B. and then play K. R. to 

K. B. sixth square ; therefore — 

13. Q.Kt. to B. third sq. 

14. Q. R. checks. 14. Q. Kt. to K. second 

square. 

15. Q. Kt. takes P. 15. K. Kt. to its sq. 

16. Q. B. takes Kt. 16. K. B. takes B. 

17. Q. R. takes B. ch. 17. Kt. takes R. 

18. Q. Kt. to K.B. sixth sq. checks and wins. 
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SECOND ATTACK. 

9. P. takes P. 

FIRST DEFENCE. 

9. K. Kt. to its sq. 

If you advance P. to K. Kt. sixth square^ which seems 
a good move, he will play K. B. to Kt. second square ; 
therefore it is better to play — 

10. Q. to her third sq. 10. K. B. to K. Kt. 

second sq. 

11. Q. to Q. Kt. third 11. K. Kt. to K. second 

square. square. 

12. K. B. checks. 

If he move K. to B. square, you will castle, having 
a winning game ; therefore — 

12. K. to Q. second sq. 

13. K. P. one sq. 

In the first place. 

13. Q. P. one square. 

14. Q. to Q. Kt. fifth 14. K.Kt. to B. third sq. 

sq. checking. 

15. P. checks. 15. K. to his second sq. 

16. Q. to Q. B. fifth sq. checks and wins. 



king's gambit, 191 



In the second place. 

13. Q. to B. square. 
14. Q. Kt. to B. third square, having a fine 
attacking position. 

SECOND DEFENCE. 

9. K. Kt. to B. second 
square. 

10. P. to K. Kt. 'sixth 10. K. Kt. to its fourth 

square. square. 

11. K. R. to its fifth sq. 

If ha play K. B. to K. second square, you should 
advance the pawn to K. Kt. seventh square. But if — 

In the first place. 

11. K. Kt. takes K. P. 

12. K. B. to its seventh sq. checking. 

If he play K. to his second square, you should play 
Q. to K. second square, having a very fine attack ; 
therefore— 

12. K. to Q. second sq. 

13. Q. takes P. ch. 13. K. to Q. B. third sq. 

14. Q. to K. B. third sq. having a won game. 

In the second place. 

11. K.Kt, to K. third sq. 
12. K. B. takes Kt. 12. Q. B. takes. B. 
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13. Q. B. to K. Kt. fifth 13. Q. to her second sq. 

square. (A.) (B.) 

14. Q. P. one square. 14. Q. B. to K. Kt. sq. 

15. Q. to her fourth sq. 15. K. B. to K. Kt. 

second sq. 

16. Q. B. to K. B. sixth sq. and wins. 



(A.) 



13. Q. to Q. B. sq. 

14. Q. P. one square. 14. K. B. to Kt. second 

square. 

15. P. takes B. 15. K.B. takes Q.Kt.P. 

16. K. R. takes P. 16. K. B. takes Q. R. 

17. K.R. toK. seventh 17. K. to B. square. 

sq. checking. 

18. Q. takes P. and wins. 

You might also> on the fourteenth move^ have played 
K. B. to its sixth square. 



<B.) 



13. K. B. to K. second 
square. 

14. R., takes K. R. P. 14. R. takes R. 

15. P. takes R. 15. K. toB. second sq. 

16. B. takes B. 16. K. takes B. 

17. Q. P. one square. 
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If he play Q. B. to Q. second square, you will win 
by playing Q. to her fourth square ; therefore — 

17. Q.B. to K.B. second 
square. 

18. Q. takes P. 18. Q. to K. R. sq. 

It is now perhaps doubtful which has the best of the 
game ; it may be pursued as follows : — 

19. Q. to K. R. fourth 19. K. to his s(^. (C.) 

sq. checking. 

20. Kt. to Q. B. third 20. Kt. to Q. second sq. 

square. 

21. Kt. to Q. Kt. fifth 21. Q. R. to Q. B. sq. 

square. 

22. Kt. takes Q. R. P. 22. Q. R. to its square. 

23. Kt. to Q. Kt. fifth 23. Q. R. to Q. B. sq. 

square. 

24. Castles. 



(C.) 



19. K. to Q. second sq. 

20. Kt. to Q. second 20. Kt. to K. R. third 

square. square. 

21. Castles. 21. R. to K. square. 

22. R. to K. B. sq. and has a good game. 



o 
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SEVENTH GAME. 

fVhiie. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K.B. to Q.B. fourth 4. Q. to K. secoud sq. 

square. 

5. Q. P. two squares. 

FIEST DBFBNCB. 

5. Q. takes P. eh. 

6. K. to B. second sq. 

If he play Q. to K. Kt. third square^ you should play 
K. Kt. to K. fifth square. If he play K. B. to K. second 
square, you should take K. Kt. P. If— 

6. Q. to K.B. fourth sq. 

7. K. R. checks. 7. K. B. to K. second 

square. 

8. K. R. to K. fifth sq. 8. Q. removes. 

9. K. Kt. takes K. Kt. P. and has an excellent 

game. 

SECOND DEFENCE. 

5. K. B. to K. Kt. 

second sq. 
6. Q. Kt. to Q.B. third 6. K. Kt. P. one sq. 
square. 
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7. Castles. 7. P. takes K. Kt. 

8. Q. Kt. to Q. fifth sq. 8. P. takes K. Kt. P. 

9. K.B. to K.B. second 9. Q. to her square. 

square. 

10. Q. B. takfes P. 10. Q. P. one square. 

11. Q. to K.R. fifth sq. 

In the first place, 

11. K. B. takes Q. P. 

12. Q.B.toK. third sq. 12. Must lose a piece. 

In the second place. 

11. Q. B. P. one sq^ 

12. Q.B. to K.Kt. fifth 12. Q. to hier second sq. 

square. 

13. K. R. takes R. B. F. having a forced won 

game. 

In the third place, 

11. Of. B. to K. third sq. 

12. Q.B. to K.Kt. fifth 12. Q. to her second sq. 

square. 

13. Kt. takes Q. B. P. 13. Q. takes Kt. 

checking. 

14. K. B. takes B. 14. K. B. takes P. 

15. K. B. takes K. B. P. 15. K. to Q. second sq. 

checking. (A.) 

o2 
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16. Q. to K. R. third 16. K. to Q. B. third sq. 

sq. checking. 

17. K. B. to Q. fifth sq. 17. K. removes. 

checking. 

18. Q. to Q. R. third sq. or to Q. Kt. third sq. 

checks, and wins the queen in a few moves. 



(A.) 



15. K. to B. square. 

16. K.B.toQ.Kt. third 16. K. B. takes R.ch. 

sq. checking. 

17. K. takes B. 

You afterwards take K. Kt. P. and then play rook to 
K. B. square, having a forced won game. 

The error of the Black in this game consists in playing 
on the fourth move Q. to K. second square, instead of 
K. Kt. P. one square, or K. B. to Kt. second square. 



EIGHTH GAME. 



fVkUe. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K.B. to Q.B. fourth 4. K. R. P. one sq. 



square 
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5. K.Kt. to K. fifth sq. 5. K. R. to its second 

square. 

6. Q. P. two squares. 

If he play K. B. to K. second square^ you should play 
Q. to K. R. fifth square. If he play Q. to K. seqond 
square, you play Q. to her thurd square. But if — 

6. Q. P. one square. 

7. K.Kt. takes K.B. P. 7. R. takes Kt. 

8. K. B. takes R. ch. 8. K. takes B. 

9. K. R. P. two sq. 

FIRST DEFENCE. 



10. P. takes P. 



9. K. B. to K. second 
square. 



If he take the pawn with K. B. you may take the 
Gambit pawn with Q. B. and if he take Q. B. you recover 
the piece with a better game, by playing Q. to K. B. 
third square, and K. R. toB. square 5 therefore — 

10. P. takes P. 
11. Q. checks. 

If he play K. to B. square, or to B. third square, you 
should play K. Kt. P. one square, in order to check with 
R. at K. B. square. If he play K. to his third square, 
you should check with Q. at K. Kt. sixth square, and 
on his playing K. to Q. second square, you play R. to 
adv. K. R. square. But if he play — 

11. K. to Kt. second sq. 
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12. K. Kt. P. one sq. 12. P. takes P. 

13. Q. to K. R. seventh sq. checking. 

If he play K. to B. third square^ he will be check- 
mated in four moves ; therefore-*- 

13. K. to B. square. 

14. Castles, checking. 

In thejirst flace. 

14. K.Kt. to B. third sq. 

15. Q. B. takes P. 15. Q. B. to K. third sq. 

16. Q.toadv.K.R. sq. 16. Q. B. to K. Kt. sq. 

checking. or K. to B. second 

square. 

17. Q.^B.]^take8 Kt. and wins easily. 

In the second place. 

14. K. B. to its third sq. 

15. Q. B. takes P. 15. Q. to K. second sq. 

16. Q. to K. R. fourth 16. K. to B, 9.econd sq. 

square. 

17. Q. Kt. to B. third 17. Q. B. P. pue sq. 
square. I 

18. K. P. one square. 18. P. takes P. 

19. Q. Kt. to K. fourth 19. Q. Kt. to Q. second 

square. square. 

20. Q. B. takes B. 20. Q. Kt. takes B. 

21. R. takes Kt. ch. 21. Kt. takes R. 

22. Q. R. to K. B. sq. and wins. 
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If Black on the sixteenth move had played K. to Kt. 
second square^ instead of K. to B. second square^ you 
might have taken his bishop with yours, then have 
checked at K. Kt. fourth square, and afterwards have 
played Q. Kt. to B. third square, having in every 
respect the best of the game. 

SECOND DEFENCE. 

9, K.Kt.toB. third eq. 

10. P. takes P. 10. P. takes P. 

11. K. Kt. P. one sq. 11. Q. B. to K. Kt. fifth 

^ square. 

12. Q. to her third sq.' 12. P. takes P. 

13. Q. takes P. 13. Q. to K. square. 

14. Castles, or plays Q. Kt. to B. third square, 

having a fine attack. 

THIRD DEFENCE. 

9. Q. to K. B. third sq. 

10. Q.Kt. toB. third sq. 10. Q. B. P. one sq. 

11. K. B. to B. square. U.K. Kt. to K. second 

square. 
12- K, Kt. P. one sq. 

If he play K. Kt. to its third square, you play 
K. R. P. one square, and then take the pawn with Q.B. 
And if— 

12. Q. B. to K. R. sixth 

square. 
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13. R.toK.B.seoondsq.l3. K. to his square. 

14. K. R. P. takes P. 14. K. R. P. takes P. 

1 5. Q. checks and wins Q. B. 



NINTH GAME. 

fVhite. Black. 

1. K. P. two squares. 1. K. P. two squares, 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt.toB.thirdsq. 3. K. Kt. P. two sq. 

4. K. B. to Q.B. fourth 4. K.B.toK.Kt.second 

square. square. 

5. K. R. P. two sq. 5. K. R. P. one square. 

6. Q. P. two squares. 

If he play K. B. P. one square^ you play K. Kt. to K» 
fifth square. But if — 

6. Q.B.P. one square. 

7. Q. to her third sq. 

FIRST DEFENCE. 

7. Q. p. two squares. 

8. K. P. takes P. 8. P. takes P. 

9. K. B. checks. 9. Q.Kt. to B. third sq. 

10. K. R. P. takes P. 10. P. takes P. 

11. R. takes R. 11. B. takes R. 

12. Q. to K. R. seventh sq. and wins a piece. 
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Black ought to play Q. P. one square on the sixth 
move^ rather than Q . B. P. one square. 

SECOND DEFENCE. 

7. K. Kt. to K. second 
square. 

8. K. P. one square. 8. K. Kt. to its third sq. 

9. K. B. takes K. B. P. 9. K. takes B. 

checking. 

10. Q. to K. B. fifth sq. 10. K. to Kt. square. 

checking. 

11. Q. takes Kt. and has a fine game. 



TENTH GAME. 

White, Black, 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K.B.toQ.B. fourth 4. K. B. to K. Kt. 

square. second sq. 

5. Castles. 5. Q. P. one square. 

6. Q. B. P. one square. 6. Q. B.P. one square. 

7. Q. P. two squares. 

FIRST DEFENCE. 



/ I 



7. K. R. P. one square. 
8. K. Kt. P. one sq. 8. P. takes P. 



202 KINOES OAMBIT. 

Black plays ill in taking this pawn, he on^t to have 
played K. Kt. P. one square. 

9. K. B. takes P. ch. 9. K. takes B. 

10. Kt. to K. fifth sq. checking. 

In the first place. 

10, K. to bia third sq. 

11. Q. to K. Kt. fourth 11. K. to bia aocond sq. 

sq, checking, 

12. R. checks. 12. K. to hia sq. 

13. Q. toK. R. fifth sq, 13. P. tak^s P, oh. 

14. K. to R. square. 

If he take the knight or play K. Kt. to B. third 
square, he will be checkmated in two moves. If he 
play Q. B. to K. third square, the checkmate will be 
given in four moves ; if he play any other move, the 
game is easily won. 

In the secoftdplwe. 

10. K. to his second sq. 

11. K. R. checks. II. K. to his square. 

12. Q. to K. R. fifth square, as before. 

SECOND DBFENCB. 

7. Q, P. one square. 

8. P. takes P. 8. P. takes P. 

9. K. B. checks. 
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If he interpose Q. B. you should check with queen 
at K. second square^ compelling him to move the king ; 
for if he interpose any piece^ he will lose K. ]^t. p. ; 
therefore — 



10. Q. to Q. R. fourth 

square. 

11. R. checks. 

12. B. takes Kt. 



9. Q.Kt. to B. third sq. 

10. Q. B. to^Q. second 

square. 

11. K. to B. square. 



12. Q. B. takes B. 

13. Q. to Q. Kt. fourth 13. Kt. to K. second sq. 

sq. checking. 

14. Kt. takes P. and has the best of the game. 

The error of the Black in this defence is in playing 
Q. P. one square on the seventh move^ instead of which 
he should have moved K. R. P. one square. 



ELEVENTH GAME. 



fFhiie. 

1. K. P. two squares. 

2. K. B. P. two sq. 

3. K.Kt.toB. third sq. 

4. K.B. to Q.B. fourth 

square. 

5. K. R. P. two sq. 

6. Q. P. two squares. 

7. Q.B. P. one square. 



Black. 

1. K. P. two squares. 

2. P. takes P. 

3. K. Kt. P. two sq. 

4. K. B. to Kt. second 

square. 

5. K. R. P. one sq. 

6. Q. P. one square. 

7. Q. B. P. one square. 
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8. P. takes P. 8. P. takes P. 

9. R. takes R. 9. B. takes R. 

10. K. Kt. toR. second 10. Q. to K. second sq. 

square. 

11. Q. to K. R. fifth sq. 11. K. B. to Kt. second 

square. 

12. K. to B. square. 12^ Q. Kt. to Q. second 

square. 

13. K.Kt.toB. third sq. 13. K. B. to R. third sq. 

14. K. P. one square. 14. Q. P. one square. 

15. K.B. to Q. third sq. 15. Q. Kt. to K. B. sq. 

16. K.Kt. P. one square. 

If he play K. Kt. P. one square, you should play 
K. Kt. to R. fourth square, secure of winning the 
Gambit pawn. 

16. Q.Kt.toK.thirdsq. 

17. P. takes P. 17. P. takes P. 

18. K.B.toK.R.seventh 18. Q. Kt. to K. Kt. 

square. second sq. 

19. Q. to K. R. second 19. Q.B. to K. B. fourth 

square. square. 

20. K. B. takes Kt. 20. Q. to K. third sq. 

21. Q. B. takes P. 21. B. takes B. 

22. Q. takes B. 22. Castles. 

23. K. B. takes P. 23. Q. takes B. 

24. K. to his square. 

White has the best of the game, having a pawn more. 
I rather doubt the correctness of the Black's » tenth 
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move, (Q, to K. second square) perhaps K. Kt. to B. 
third aquare is preferable; it is, however, givten in 
several works as the best move, but it appears to me 
that your twelfth move (K. to B. square) gives you 
the best of the game. 



TWELFTH GAME. 

White. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt.toB.thirdsq. 3. K. Kt. P. two sq. 

4. K.B. toQ.B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. Kt. to K. fifth sq. 5. Q. checks. 

6. K. to B. square. ' 6. K. Kt. to R. third sq. 

7. Q. P. two squares. 7. Q. P. one square. 

8. K. Kt. to Q. third 8. Gambit P. one sq. 

square. 
9- K. Kt. P. one sq. 9. Q. toK. second sq. 
10. Q. Kt. to Q.B. third 10. Q. B. P. one sq. 

square. 
U.K. R.'P. one sq. 

FIRST DEFENCE. 

11. K. B. p. twosq. 
12. Q. B. takes Kt. 12. B. takes B. 
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13. K. P. takes P. 13. Q. B. takes R 

14. K. R. P. takes P. 14. Q. B. takes Kt. fch. 

15. Q. takes B. having an irresistible attack. 

SECOND DEFENCE. 

11. K. Kt. p. takes P. 

12. Q. B. takes Kt. 12. K. B. takes B. 

13. Q. takes P. 13. K. R. to Kt. square. 

14. K. Kt. to B. second 14. K.R. to Kt. third sq. 

square. 

1 5. Q. Kt.- to K. second square. 

You wiU afterwards take P. at K. R« third square, 
having rather the ibest of the g&iae. 



tHlRtEENTH GAME. 

fVhite. Black. 

1. K.. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt.toB. third sq. 3. K. Kt. P. two sq. 

4. K.B.toQ.B. fourth 4. K. Kt. P. one sq. 

square. 

5. K.Kt. to K. fifth sq. 5. Q. checks. 

6. K. toB. square. 6. K.Kt. to R. third sq. 

7. Q. P. two squares. 7. P. to K. B. sixth sq. 
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8. K. Kt. P. dne square. 8. Q. checks. 

9. K. to B. second sq. 9. Q. to K. Kt. sefventh 

sq. checking. 

10. K. to his third sq* 

FIRST DEFENCE. 

10. Q. p. one square. 

11. K. B. to its square. 11. Kt. to K. B. fourth 
square, checking, as the best move. 

12. P. takes Kt. 12. K. B. checks. 

13. K. to his fourth sq. 13. Q. P. checks. 

14. K. takes P. 14. Q. B. P. checks. 

15. K. to his fourth sq. 15. Q. takes K^ R^ 

16. Q. B. takes B. 16. Q. takes K. R. P. 

17. Kt. takes K. Kt. P. 17. Q. takes K. Kt. P. 

18. Q. takes P. 18. Q. takes Q. 

19. K. takes Q, 19. Q. B. takes P. 

20. Q. B. P. one sq. 

Y611 hmt tather the best of the game, having Wo 
pieces for a rook and (aivU. 

SECOND DEFENCE. 

t 

10. K,B. P. onesq. 

11. K.Kt.toQ.thirdsq. 11. K. Kt. to K. B. 

second sq. 

12. K. Kt. to B. fourth 12. K. B. to R, third sq. 

square. 
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13. K. to Q. third sq. 13. K. B. takes Kt. 

14. Q. B. takes B. 

If he play Q. P. one square, you should play Q. Kt 
to B. third square ; and if he then play Q. B. P. one 
square, you first take K. Kt. and afterwards Q. P. ; 
therefore — 

14. Q. B. P. one sq. 

15. K. R. P. two sq. 15. K. B. P. one sq. 

If, instead of this move he had played Q. P. two 
squares, you would have taken it with K. P. if he then 
check with Q. B. you play K. to B. third square, and 
should he take Q. B. P. with Q. B. you play Q. to K. 
square, giving check. 

16. K. B. takes Kt. ch. 16. K. takes B. 

17. Q. Kt. toQ. second 17. P. takes P. ch. 

square. 

18. Q. Kt. takes P. 18. Q. P. two squares. 

19. Kt. to Q. sixth sq. 19. K. to his second sq. 

checking. 

20. Q. to K. square, ch. 20. K. to Q. second sq. 

21. Kt. takes B. 21. R. takes Kt. 

22. Q. to K. fifth sq. having a good game. 



FOURTEENTH GAME. 



fVkiie. 

1 . K. P. two squares. 

2. K. B. P. two sq. 



Black. 

1. K, P. two squares. 

2. P. takes P. 
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3. K. Kt.toB. third sq. 3. K. Kt. P. two sq. 

4. K.B.toQ.B. fourth 4. K. Kt. P. one sq. 
square. 

5. JL Kt. to K. fifth sq. 5. K. Kt. to R. third sq. 

•FIRST ATTACK. 

6. Q. P. two squares. 6. Q. P. one square. 

7. K.Kt. to Q. third sq. 7. Gambit P. one sq. . 

8. K. Kt. P. one sq. 

If he play K. B. P. two squares^ you should take 
K. Kt. then K. B. P. and afterwards play K. R. P. one 
square. But if — 

8. K. Kt. to its square. 

9. K^ R. P. one sq. 9. K.R. P. two squares. 
1^. P. takes P. 10. Q. B. takes P. 

11. K. to B. second sq. 11. K.R.P. one square. , 

12. Q.B. to K.B. fourth 12. K.B.toK.secondsq. 

square. 

13. Q. Kt. to Q. second 13. P. takes P. ch. 

square. 

14. K. takes P^ and will ultimately win the 

Gambit pawn. 

SECOND ATTACK. 

« 

6. K. Kt. takes K. Kt. P. 

This is not a good move, it is better to play Q. F- 
two squares. 

p 
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6. Q. checks. 

7. K. Kt. to B. second 7. Q. P. two squares, 

square. 

If you take the pawn with the bishop^ yon lose tibe 
queen. If you play K. B. to Q. third square, he plays 
K. B. to Q. B. fourth square, and afterwards K. Kt to 
its fifth square. If you play K. B. to K. second square, 
he win take K. P. FmaUy— 

8. K. P. takes P. 8. Gambit P. one sq. 

9. K. B. checks. 9. Q. B. P. one square. 

10. P. takes P. 10. Q. to K. second sq. 

checking. 

11. K. to B. square. II. P. takes P. checking. 

12. K. takes P. 12. Q. to K. Kt. fourth 

sq. checkilQig. 

13. K. to B. square. 13. Q. takes Bv checks, 

anil wins. 



FIFTEENTH GAME. 

White. Black. 

1. K. P. two squares. L K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3, K. Kt. P. two sq. 

4. K.B. to Q.B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. B, takes K. B. P. 5. K. takes B. 

checking. 
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6. Kt. to K. fifth sq. ch. 6. K. to his square. 

7. Q. takes P. 7. Q. to K. B. third sq. 

8. Q. to K. R. fifth sq. 8. K. to his second sq, 

checking, 

9. Kt. to K. B. seventh 9. Q. takes Kt. 

square. 

10. Q. to K. fifth sq. ch. 10. Q. to K. third sq. 

1 1 . Q. takes R. U.K. Kt. to B. third sq. 

In the First Series, page 213, I have stated that 
Black has now the best of the game, not only because 
he has two pieces for a rook and pawn, bnt becanse the 
White's queen is so confined as to render it very diffi- 
cult to liberate her ; the following moves will, I think, 
show that this cannot be done without further loss : — 

12. Castles. 12. Q. F. one square. 

13. R. takes P. 13. Q. Kt. to Q. second 

square. 



In the first place, 

14. Q.Kt. to B. third sq. 

If he move K. to B. second square, you should take 
K- R. P- with Q. ; and if— 

14. Q, B. P. one sq. 

15. Q, P. two sq. (A.) 15. Q. to K. B. second 

square. 

16. K. P. one sq. 16. P. takes P. 

p2 



212 kino's qambit. 

17. P. takes P. 17. K. B. to K. Kt. 

second sq. 

18. P. takes Kt. ch. 18. Kt. takes P. 

19. Q. takes K. R. P. 19. Kt. takes Q. 

20. R. takes Q. ch. 20. K.takesR.aiid ought 

to win. 



(A.) 



If you play Kt. to Q. fifth square, he will take it with 
Q.B. P. and afterwards play Q.toK.B. second square^ &c. 
But if— 

15. K. R. to its fourth 15. Q. to K. B. second 

square. square. 

16. Q. P. two squares. 16. K. B. to Kt. second 

square. 

17. K.R.takesK.R.P. 17. Kt. takes R. 

18. Q. takes Kt. 18. B. takes P. checks, 

and wins the queen. 

In the second place, 

14. Q. P. two squares. 14.* Q, to K. B. second 

square. 

15. K. P. one square. 15. K. B. to Kt. second 

square. 

16. P. takes Kt ch. 16. Kt. takes P. 

Black ought to win. 
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In the third place, 

14. Q. Kt. P. one sq. 14. Q. to K. B. second 

square. 

15. K. P. one square. 15. K. B. to Kt. second 

square. 

16. P. takes Kt. 16. Kt. takes P. 

17. Must lose as before. 



VARIATION, 

BEGINNING AT THE THIRTEENTH MOVE OF THE 

WHITE. 

fHiite. Black. 

1. K. P. two squares. 1. K.P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K. B. to a B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. B. takes K. B. P. 5. K. takes B. 

checking. 

6. Kt. to K. fifth sq. ch. 6. K. to his square. 

7. Q. takes P. 7. Q. to K. B. third sq. 

8. Q. checks. 8. K, to his second sq. 

9. Kt. to K. B. seventh 9. Q. takes Kt. 

square. 
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10. Q. to K. fifth sq. ch. . 10. Q. to K. third sq. 

11. Q. takes R. 11. K.Kt. to B. third sq. 

12. Castles. 12. Q. P. one square. 

FIRST METHOD. 

13. Q. p. two squares. 13. Q. Kt. to Q. second 

square. 

If you take tlie pawn with K. R. the position will be 
the same as before. But if — 

14. K. P. one square. 14. P. takes P. 

15. P. takes P. 

If he play Q. to K. B. second square, you should 
play R. to K. square ; and if he then play K. B. to Kt. 
second square, you take his Kt. giving double check, 
which will enable you to move Q. to adv. Q. square > 
if instead of playing K. B. to Kt. second square, he first 
remove K. Kt. you should advance K, P. another square, 
and then remove the queen; he therefore plays — 

15. Q. Kt. takesP. 

16. R. takes P. 16. Q. Kt. to K. Kt. 

third sq. 

17. Q. takes Kt. ch. 17. Q. takes Q. 

18. R. takes Q. 18. K. takes R. and ha& 

gained a piece for a pawn. 
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SECOND METHOD. 

13. Q. Kt. P. one sq. 13. Q. Kt. to Q. second 

square. 

In the first place. 

14. Q. B. to Q. Kt. 14. Q. to K. B. second 

second sq. square. 

15. R. takes P. 15. K. B. to Kt. second 

square. 

16. B. takes Kt. ch. 16. Kt. takes B. 

17. Q. takes K. R. P. 17. Kt. takes Q. 

18. R. takes Q. ch. 18. K.takesR. and wins. 

In the second place, 

14. Q.Kt. to Q.B. third 14. Q. to K. B. second 

square. square. 

If you check with Q. Kt. he will take it with K. Kt. 
you may then remove the queen, and he will remove 

K. Kt. having much the best of the game. If — 

» 

15. K. R. takes P. 

He must not play K.B. to Kt. second square^ because 

you would check with Q. Kt. and afterwards play Q. to 
adv. Q. square ; therefore — 

15. Q. B. P. one sq. and 
afterwards K. B. to Kt. second sq. &c. 



f 
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VARIATION, 

BEGINNING AT THE TWELFTH MOVE OF THET 

WHITE. 

rVkUe. Black. 

1 . K.P. two squares. 1 . K.P. two squares^ 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K. B. to Q. B. fourth 4. K. Kt. P. one sq. 

square. 

5. iu B. takes P. ch. 5. K. takes B. 

6. Kt. to K. fifth sq. ch. 6. K. to his square. 

7. Q. takes P. 7. Q. to B. third sq. 

8. Q. checks. 8. K. to his second sq. 

9. Kt. to K. B. seventh 9. Q. takes Kt. 

square. 

10. Q. to K. fifth sq. ch. 10. Q. to K. third sq. 

11. Q. te*:c5 JR. 11. iT. J3. to B, thirdsq. 

12. Q. Kt. P. one sq. 12. Q.Kt. to Q. B. third 

square. 

If you play Q. Kt. to B. third square^ he will play 
K. to B. second square^ in order to move K. B. to Kt. 
second square, and if you play Q. Kt. to Q. fifth square, 
he will take the pawn checking, and afterwards the Kt. 
Suppose yoi^ play— 

13. Q, B. to Q. Kt, 13. Q. Kt. to K. fourth 

second sq. square. 
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If you take the Kt. with Q. B. he will ret^e with 
the queen^ and on your playing Q. Kt. to B. third square^, 
he will move Q. B. P. one square^ and afterwards play 
Q. to K. Kt. fourth square^ in order to move K. B. to 
K. Kt. second square ; therefore—- 

14. Q. Kt. to B. third 14. Q. B. P. one sq. 

square. 

15. Castles with K. R. 15. Q. Kt. to K. B; 

second sq. 

16. Kt, to Q. fifth sq. 16. P. takes Kt. 

checking. 

17. Q. B. takes Kt. ch. 17. Q. takes B. 

18. Q. takes Q. 18. K. takes Q. 

19. R. takes P. ch. 19. K. to Kt. second sq. 

20. Q. R. to K. B. sq. 20. K. B. checks. 

21. King removes. 21. Kt. to K. fourth sq. 

and ought to win. 



SIXTEENTH GAME. 

fFhiie. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K.B. to Q. B. fourth 4. K. Kt. P. one sq. 

square. 
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5. K. B. takes K. B. P: 5. K. takes B. 

checking. 

6. K. Kt. to K. fifth sq. 6. K. to his third sq, 

checking. 

Black ought^ iastead of this move^ to have played K. 
to his square. 

7. Q. takes P. ch. 7. K. takes Kt. 

8. Q. to K. B. fifth sq. 8. K. to Q. third sq. 

checking. 

9. Q. P. two squares. 9. K. B. to Kt. second 

square. 

10. B. takes P. ch. 10. K. to his second sq. 

11. Q. B. to K.Kt. fifth 11. K.B.to its third sq. 

sq. checking. 

12. Castles. 12. B. takes B. 

13. Q. takes B. ch. 13. K. to his square. 

14. Q. to K.R. fifth sq. 14. K. to his second sq. 

checking. 

15. Q. to K. fifth sq. and checkmates. 



SEVENTEENTH GAME. 

Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 
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3. K. Kt.toB. third sq. 3. K: Kt. P. two sq. 

4. K.B. to Q.B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. Kt. to K. fifth sq. 5. Q. checks. 

6. K. to B. square. 6. P. to K, B. sixth sq. 

This method of defending the Gambit has not yet 
been analysed with the care it deserFes^ it is indeed to 
be met with in several works on Chess^ but has gene- 
rally been treated on very briefly ; in Cochrane's 
Treatise, page 268 to 276« there are a few well played 
games of this Gambit. I shall endeavour to assist the 
reader in forming a correct analysis of it, by examining 
some of the leading moves both for the attack and 
defence ; other and better moves will no doubt be dis- 
covered as the game becomes more known. In the 
present position if Black play Q. P. two squares, you 
should take his K. Kt. P. then check with Q. at K. R. 
sixth square, and afterwards play K« Kt. to B. third 
square, having certainly a better game than the Black: 
he has, however, several other ways of playing, of which 
the following are the most likely to occur, v;^. — 

Q. to K. square. 
K. B. takes P. checking. 
K. Kt. takes K. B. P. 
K. Kt. P. one square. 
K. Kt. P takes P. 

These shall be examined in this and the succeeding 
games. 

7. Q. to K. square. 7. P. takes P. checking. 
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In the first place. 

8. K. takes P. 8. Q. to K. R. sixth sq, 

checking. 

9. K.toB. second sq. 9. K. B. to K. Kt. 

second sq. 

If he remove the knight, he will soon lose ; there- 
fore— 

10. Q. P. two squares. 10. Q. P. one square. 

11. K. B. takes P. ch. II. K. to his second sq. 

If he check with Q. B. you win a piece by interposing 
K.B, 

12. K. B. takes Kt. 12. R. takes B. 

13. Kt. to Q. B. fourth 13. Q. to K. B. sixth sq. 

square. checking. 

14. K. to Kt. square. 14. B. takes P. ch. 

15. Q.B. to K. third sq. 15. K. Kt. P. one sq- 

16. K.R.P. one square. 16. K. Kt. P. one sq. 

17. K. R. to its second 17. Q. B. takes K. R. P. 

square. 

If he were to check with the queen, you should play 
K. to his square, and afterwards Q. to adv. K. B. or Q. 
square, winning easily. If he play Q. Kt. to Q. second 
square, you checkmate in two moves. Finally, if he 
play Q. B. to K. B. second square, you should take it 
with B. and then play Q. to adv. Q. square. 
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In the second place. 

8. K. to his second sq. 8. Q. to KL R. sixth sq. 

9. K. R. to Kt. square. 9. Q. P. one square. 
10. Must lose a piece. 



EIGHTEENTH GAME. 

Biack. White. 

1 . K. P. two squares. 1 . K.P. two squares. 

2. K.B.P. two squares. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. K.Kt. P. two squares. 

4. K. B. to Q. B. fourth 4. K. Kt. P. one square. 

square. 

5. K.Kt. to K. fifth sq. 5. Q. checks. 

6. K. to B. square. 6. Gambit P. one square. 

7. ¥L B. takes P. ch. 7. K. to his second sq. 

FIRST DEFENCE. 

8. K. B. takes Kt. 8. P. takes P. checking. 

9. K. takes P. 9. Q. to K. R. sixth sq. 

checking. 
10. K. to B. second sq. 10. R. takes B. 

You have a fine game ; for if he play Q. P. two 
squares^ you attack bis Kt. with Q. P. and afterwards 
advance K. Kt. P. but if be play Q. to K. Kt. square^ 
to prevent the advance of K, Kt. P. you also play 
Q. P. one square, then check with Q. at K. B. sixth 
square^ &c. 
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SECOND DEFENCE. 

8. K. Kt. p. one sq. 8. Q. checks. 

9. K. to B. second sq. 9. K.Kt. to B. third sq. 

10. K.B.toQ.B. fourth 10. Q. P. one square. 

sq. or to Q. Kt. third sq. 

If he play Kt. to Q. third square^ you take K. P. 
with Kt. If he play K. B. to its square, you phiy the 
queen to K. R, fourth square^ and afterwards take K. P. 
But if— 

11. K. Kt. to B. seventh U.K. Kt. takes P. ch. 

square. 

12. K. to his third sq, 12. Q.B. to K.B. fourth 

square. 

If he take K. R. he loses the queen, or is checkmated 
in three moves^ if his K. B. be at Q. B« fourth square, 
or in seven moves, if it be at Q. Kt. third square. If 
he play Q. to K. B. square, you check with KB. 
winning K. Kt. at the least. If be play Q. P. one square 
or two. squares, you also check with K. B. Finally, if 
he play — 

13. K.toK.B.fourthsq. 13. K. to K. B. third sq. 

winning the queen at the least. 

THIRD DEFENCE. 

8. K. Kt. P. takes P. 8. Q. P. one square. 

9. K. B. takes Kt. 9. P. takes Kt. 
10. K.B.toQ.B.fourth 10. P. takes P. 

square. 
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You have a forced won game^ for if he take the pawn 
he will be ruined by the check of the Q. B. 

FOURTH DEFENCE. 

S. Q. to K. square. 8. P. takes P. ch. 
9. K. takes P. 

If instead of this move he had played K. to his second 
^quare^ you would play Q. to K. R. sixth square^ and 
afterwards Q. P. one square. 

9. Q. to K. R. sixth sq. 
checkiBg. 

10. K. to B. second sq. 10. Q. P. one square. 

11. K. B. takes Kt. U.K. R. takes B. 

12. Kt, removes. 12. P. checks and wins. 



NINETEENTH GAME. 

Blaclu Whke. 

1. K. P. two squares. 1. K.P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. to B. third sq. 3. IC. Kt. P. two sq. 

4. K. B. to Q. B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. Kt. to K. fifth sq. 5. Q. checks. 

6. K. to B. square. 6. Qarnbit P. one sq. 

7. ELKt. take8K.B.P. 7. K.Kt. to B. third sq. 
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FIRST DEFENCE. 

8. K. Kt. takes R. 8. K. Kt. takes K. P. 

If he play K. Kt« P. one square^ you check with the 
queen^ and afterwards play Q. to adv. K. Kt. second 
square, winning easily ; therefore — 

9. Q. to K. square. 9. P. takes P. ch. 

In the first place. 

10. K. takes P. 10. Q. to K. R. sixth sq. 

checking. 

11. K. to Kt. sq. 11. K. B. checks. 

12. Q. P. two squares. 12. Checkmates in four 

moves. 

In the second place. 

10. K. to his second sq. 10. Q. to K. R. sixth sq. 

If he play K. to Q. square, you check at K. B. sixth 
square, winning the queen at the least. But if — 

11. R. to K. B. square. 

It would not be good play to advance the P. to adv. 
Kt. square, making a queen, because he would take 
K. B. with K. R. and afterwards the second queen ; 
therefore — 

11. P. takes R. 

12. Q. takes P. L2, Q. takes Q. 
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13. K. takes Q. 13. Kt.toQ.thirdsq.and 

afterwards playing K. B. to Kt. second sq, 
will win K. Kt. 

SECOND DEFENCE. 

8, K. Kt. P. takes P. 8. Q. P. two squares. 

9. K- Kt takes R. 9. K. Kt. P. takes P. 

10. Q. takes P. 10. Q. B. checks! 

11. K. to Kt square. 11. K. B. checks, 

12. Q. P. two squares. 12. B. takes P. ch. 

13. Q. B. to K. third sq. 13. Checkmates in three 

moves. 

THIBD DEFENCE. 

If he play Q. Kt. to B. third square^ you may play 
either K. R. to Kt. square, or K. Kt. to R. fourth square, 
having a very fine game. But suppose he plays-*- 

8. K. Kt P- one sq. 8. Q. checks. 

9. K. to B. second sq. 9. Q. P. two squares. 

If he take the pawn he loses a piece. If he take K. R. 
you take K. P. with K. Kt. winning easily ; therefore — 

10. K. B. to its square. 10, K. Kt. takes P. ch- 

4 

In the first place, 

U.K. to his third sq. 11. Q. to K. R. fourth sq. 
12. Kt. takes K 12. Q. to K. Kt. fourth 

sq. checking- 

Q 
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If he play K. to Q. third square, youched: K.andQ. 
with K. Kt. ; therefore— 

13. K. to Q. fourth sq. 13. Checkmates in two 

. moves. 

In the second place. 

11. K. to his square. 11. Q. to K.R. fourth sq. 

If he play Q. P. one square, you should check with 
the pawn, and then take Kt. with Q« 

12. Kt. takes R. 12. P. checks. 

13. K. to his second sq. 13. Q. to K. fourth sq. 

14. Q. P. two squares. 14* Kt. to Q. B. sixth 

sq. checking. 

1 5. K. to Q. third sq. 1 5. Q. to adv. K. sq. 

If he take K.Kt. you checkmate with Q.B.; and if — 

16. Q. to her second sq. 16. K. B. to R. third sq. 

winning easily. 



TWENTIETH GAME. 

Black. White. 

1 . K.P. two squares. I. K.P. two squares, 

2. K. B. P. two sq. 2. P. takes P. 

3. K. Kt. toB. third sq. 3. K. Kt. P. two sq. 
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4. K. B. to Q.B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. Kt. to K. fifth, sq. 5. Q. checks. 

6. K. to B. square. 6. Gambit P. onesq. 

7. K. Kt. P. one sq. 7. Q. checks. 

8. K. to B. second sq. 8. K. Kt. to B. third sq. 

If he play Q. P. two squares^ you should take K. P. 
and then^ on his playing K. to his third square, you 
play K. B. P. two squares ; but if — 

FIRST DEFENCE. 

9. Q. P. one square. 9. Q. P. one square; 

10. Kt. takes K. B. P. 10, Q. P. one square. 

If he take the pawn with K- P. you evidently win the 
Kt. ; if he take it with K. B. you take his B. and he 
cannot take either Kt« or R. without losing; there- 
fore— 

11. Kt. takes R« 1 1 . Q. to K. Kt. seventh 

sq. checking. 

12. K. to his third sq. 12. Q.Kt toB. third sq. 

If he play Q. P. one square^ in order to make room 
for the king^ you take his K. B. still threatening^ check- 
mate with K. B. ; therefore as his best move, he plays — 

13. K.Kt.toB.seventh 13. K. takes Kt 

square. 

14. B. takes P. ch. 14. Kt. takes B. ch. 

1 5. P. takes Kt. 15. K. B. to R. third sq, 

checking. 
q2 
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16. K. to his fourth sq. 16. Gamhit P. one sq. 
checking with Q. and will checkmate the 
next move. 

SECOND DEFENCE. 

9. Q.Kt to Q.B. third 9. Q. checks, 
square. 

10. K. to his third sq. 10. K. B. to R. third sq. 

checking. 

If he play K. to Q. fourth square, you should play 
Q. P. one square, winnmg a piece, for if he take K. B. P. 
with K. Kt. he will be checkmated in three moves ; 
therefore — 

11. K. to Q. third sq. 11. Q. Kt. toQ.B. third 

square. 

In the jiret place, 

12. K.Kt.takesK.B.P. 12. Q. Kt. to its fifth sq. 

checking. 

13. K. to Q. fourth sq. 13. Q. to K. B. seventh 

sq. checking. 

14. K. to his fifth sq. 14. Q. to Q. B. fourth 

sq. checking. 

If he interpose Q. Kt. you take K. Kt. ; if he inter- 
pose K. B. you take it with Q. Kt. ; therefore — 

15. K. takes Kt. 15. Q. to K. second sq. 

checking. 

16. K. to B. fifth sq. 16. Q. P. two sq. check- 

mating. 
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In the second place. 

12. K.B. takes K.B.F. 12. K. to his second sq. 

checking. 

13. Kt. takes Kt, ch. 13. Q. P. takes Kt. 

14. K. B, to Q.Kt. third 14. Q. Kt. P. two sq. 

square. 

15. Q. Kt. to its sq. 15. K. R. checks. 

16. K. to Q.B. third sq. 16. Kt. takes P. ch. 

17. K. to Q. Kt. fourth 17. Checkmates in three 

square. moves. 

In the third place, 

12. Kt. takes Kt. 12. Q. P. takes Kt. 

If he play K. R. to Kt. square^ you should play Q. 
to K. B. seventh square ; but suppose — 

No. 1. 

13. Q. to K. Kt. sq. 13. Q. Kt. P. two sq. 

14. K.B. to Q.Kt. third 14. Q. Kt. P. one sq. 

square. 

He must lose the knight^ for if he remove it, he will 
be checkmated in three moves. 

No. 2. 

13. Q. to K.B. square. 13. Q. Kt. P. two sq. 

14. K.B. to Q.Kt. third 14. Q. Kt. P. one sq. 

square. 



•» 
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15. Kt. to Q. R. fourth 15. Q. B. checks. 

sq. (A.) 

16. Q. B. P. two sq. 16. P. takes P. enpm^ 

sant, checking. 

17. K.B. to Q.B. fourth 17. B. takes B. ch. 

square. 

18. K. takes B. 18. P. takes Q. P. 

19. B. takes P. 19. Q. takes B.andwins 

easily. 

(A.) 

15. Q. Kt. to its square. 15. Q. B. checks. 

16. Q. B. P. two sq. 16. P. takes P. enpas-' 

santy checking. 

17. K.B.toQ.B. fourth 17. Q. takes Q. ch. 

square. 

18. R. takes Q. 18. P. takes Q. P. 

19. B. takes P. 19. Q. R. checks. 

20. K. to B. second sq. 20. Q. B. takes K. B. 

21. Q. B. takes K. B. 21. B. takes R. 

22. B. to K.|Kt. seventh 22. K. to his second sq^ 

square. and wins easily. 

No. 3. 
13. Q. R. P. two sq. 13. Castles. 

If he move the king, you check with Q. and win 
easily. If he remove Q. Kt. you check with K. R. and 
then take K. P. with K. Kt, &c. If be play— 
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14. K. B. to R. second 14. K. R. checks. 

square. 

15. K. toQ.B.fourthsq. 15. Q. B. checks. 

16. K. to Q.Kt. fourth 16. K. B. checks. 

square. 

17. K. to Q. R. fifth sq. 17. P. checks, and then 

checkmates with Q. B. 

THIRD DBFENCE. 

1 . K. P, two squares. 1 . K. P. two squares. 

2. K.B. P. two squares. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K.B. to Q.B. fourth 4. K. Kt. P. one sq. 

square. 

5. K. Kt. to K. fifth sq. 5. Q. checks. 

6. K. to B. square. 6. Gambit P. one sq. 

7. K. Kt. P. one sq. 7. Q. checks. 

8. K. to B. second sq. 8. K. Kt. to B. third sq. 

If he take K. B. P. with K. B. or K. Kt. see the 
second defence of the eighteenth game^ page 222^ or the 
third defence of the nineteenth game, page 225. But 
suppose he plays — 

9. K. to his third sq. 9. K. B. to R. third sq, 

checking. 

In the first place. 

10. K. to Q. third sq. 10. Q. P. one square. 

1 1. Kt. takes K. B. P. 11. Q. P. one square. 
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12. K. B. takes P. 12. K. Kt takes B. 

If he take K. R. you will play Q. to K. R. fourth 
square^ and he caimot take the knight without losing ; 
therefore— 

13. K. Kt. takes B. 13. K.Kt. to Q. Kt. fifth 

sq. checking. 

14. K. to Q. B. fourth 14. Q. takes Kt. 

square. 

15. K. takes Kt. 15, Q.Kt.toR.thirdsq. 

checking. 

16. K. to Q.B. third sq. 16. Q. to Q.B. third sq. 

checking. 

17. K. to Q. third sq. 17. Kt. to its fifth sq. 

checking. 

18. K. to his third sq. 18. Kt. takes Q. B. P. 

checks and wins Q. R. 

In the second place. 

10. K. to Q. fourth sq. 10, Q. P. one square. 

If he play K. Kt. to Q. third square^ you should 
check with Q. Kt. and then take K. P. with K. Kt^ 
having certainly an excellent game. 

11. K.Kt.takesK.B.P. 11. Q. Kt. P. two sq. * 

If he play K. B. to Q. Kt. third square^ by checki&g 
with Q. B. P. you evidently win a piece. If he take 
K.B. you equally win a piece by checking with Q. B. P.> 
therefore — 

12. K. Kt. takes K. R. 12, Q. Kt. checks. 

(A.) 
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If he play K. to Q. B. tMrd square, he will be dieck^ 
mated in three moves 5 therefore — 

13. K. to Q. third sq. 13. P. takes B. ch. 

14. K. takes P. 14. Q. R. to Q. Kt. sq. 

Whatever he may play, you win the queen at the 
least in a few moves. 

(A.) 

12. K. B. to Q. fifth sq. 12. K. Kt. takes B. 

In the first place. 

13. Kt. takes K. B. 13. Q. B. P. checks. 

If he take the knight he wiU be checkmated m two 
moveS' 

14. K. to Q. third sq. 14. Kt. to Q.Kt. fifth sq. 

checking. 

15. K. removes. 15. Q. takes Kt. and 

wins. 

In the second place. 

13. Kt. takes R. 13. K. B. to Kt. second 

sq. checking. 

He cannot take the knight without being checkmated 
in two moves. 

14. K. to Q. third sq. 14. Kt. to Q. Kt. fifth sq. 

' checking. 

15. K. to his third sq. 15. K.B. to R. third sq. 

checking. 
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16. K. to Q. fourth sq. 16. Q. Kt. chec&s. 

17. K. to Q.B. thirdsq. 17. K. B. to Kt. second 

sq. checking. 

18. K. to Q.Kt. thirdsq. 18. Q. B. checks. 

19. K. to Q.R. thirdsq. 19. Q. Kt. to Q. fifth sq. 

If he take the knight^ he will be checkmated in four 
moves ; his best move is — 

20. Q. B. P. two sq. 20. Kt. toQ.B, seventh 

square, checks and wins the queen. 



TWENTY-FIRST GAMi;. 

Black. . fVhtie. 

1. K. P. two squceres. 1 . K. P. two squares. 

2. K.B.P. two squares. 2. P. takes P. 

3. K.Kt. to B. thirdsq. 3. K. Kt. P. two sq. 

4. K.B. to Q. B. fourth 4. K. Kt. P. one sq. 

square. 

5. K.Kt.to K.ffthsq. 5. Q. checks. 

6. K. to B. square. 6. OambitP.one sq. 

7. K. Kt. P. takes P. 7. K.Kt.toB. thirdsq. 



FIRST DEFENCE. 



<». 



8. K. B. takes K.B.P. 8. K. to his second sq. 

checking. 

9. K.B. to Q.B. fourth 9. Q. P. one square. 

square. 
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In the first place. 

If he had played on the ninth move K. B. to Q. Kt. 
third square^ and were for his tenth move to play K. Kt. 
to Q. B. fourth square, you would take the pawn with 
the pawn, winning easily. But if— 

10. K. Kt. to K. B. 10. P. takes P. 
seventh sq. 

If he take K. R. he will be checkmated in two moves. 
If he play Q. to K. square, he loses in three moves. If 
he play K. R. P. one square, he loses in six moves. 
Finally, if he take the pawn with the queen, he will 
either lose the queen or be checkmated. 

In the second place. 

10. Kt. takes K. Kt. P. 10. Kt. takes Kt. 

11. P. takes Kt 11. K. B. to K. Kt. 

second sq. 

You have a won game, for if he play K, B. to K. 
second square, he will be checkmated in four moves. If 
he play K. to Kt. second square, you take the pawn 
with Q. B. If he move Q. or K. R. you win easily by 
playing R. to B. square. Finally, if he play — 

12. K. R. P. one sq. 12. K. R. checks. 

13. K. to his second sq. 13. Checkmates in thiiee 

moves. 
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In the third place., 

10. K. Kt. to Q. third 10. P. takes P. 

square. 

1 1 . Q. takes P. (A.) 11. Q. P. one square. 

12. B. takes P. 12. Kt. takes B. 

13. P. takes Kt. 13. Q. B. checks. 

14. K. to Kt. square. 14. K. R. checks and 

wins. 

(A.) 

11. K. Kt.toB. second 11. Q. B. checks. 

square. 

If he play K. to his square^ you should play Q. B. to 
K. Kt. seventh square, and then K. Kt. to its fifth sq. 
But if— 

12. Kt. takes B. 12. Q. takes Kt. ch. 

13. K. to his square. 13. Kt. takes K. P. and 

wins. 

SBCOND DEFENCE. 

8. Kt. takes K. B. P. 8. Q. P. two squares. 

If he take Q. P. with K. B. you should take his pawn 
with yours. 

9. K. Kt. takes R. 9. K. Kt. P. takes P. 

10. Q. takes P. 10. Q. B. checks. 

11. K. to Kt. square. 11. K. B. checks. 

12. Q. P. two squares. 12. B. takes P. ch. 
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13. Q.B. toK. third sq. 13. Q. to adv. K. sq. 

checks and wins. 

THIRD DEFENCE. 

8. K.Kt.tak€sK.Kt.P. 8. Kt. takes Kt. 

9. P. takes Kt. 9. Q. P. two squares. 

In the first place, 

10. K. B. takes P. 10. Q. B. takes P. 

11. Q. to K. square. 11. Q. to K. R. sixth sq. 

checking. 

12. K. to B. second sq. 12. K. B. checks. 

13. Q. P. two squares. 13. B. takes P. ch. 

14. Q.B. to K. third sq. 14. Q. to K. B. sixth sq. 

checking. 

15. K. to Kt. square. 15. Checkmates in three 

moves. 

In the second place. 

10. P. takes P. 10. Q. to K.R. sixth sq. 

checking. 

If he play K. to his square, you take the pawn with 
Q. B. winning the queen, or checkmating in three 
moves. If he play K. to Kt. square, you win easily 
by playing K* R. to Kt. square ; therefore — 

11. K. to B. second sq. 11. K. B. to K. second 

square. 
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If he play K. Kt. P. you win K. B. If he play Q, to 
K. square or to K. second square, you play K. to Q. 
square, in order afterwards to check with K. B. If he 
play Q. to K. B. square, you play K. B. to R. fifth 
square, checking, and on his playing K. to Kt. square, 
you take K. Kt. P. with Q. winning the queen at 
the least ; therefore — 

12. Q. to K. B. third 12. K.B. toQ.B. fourth 

square, (B.) sq. checking. 

13. Q. P. two squares. 13. B. takes P. ch. 

14. Q.B. to K. third sq. 14. Q. takes Q. ch. 

15. K. takes Q. 15. B. takes Q. Kt. P. 

16. Q. Kt. to Q. second 16. B. takes R. 

square. 

17. B. takes B. 17. K.R. P. two squares, 

and you have the best of the game. 

(B.) 

12. K. B. to K. second 12. K. B. to R. fifth sq. 

square. checking. 

13. K. to Kt. square. 13. Q. B. takes P. 

14. B. takes B. or Q.to 14. K. R. to Kt. square, 

K. B. square. and wins easily. 

» 
r 

FOURTH DEFENCE. 

Black. White. 

1. K. P. two squares. L K. P. two squares. 

2. K.B.P. two squares. 2. P. takes P. 
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3. K.Kt. to B. third sq. 3. K. Kt. P, two sq. 

4. K.B. to Q,B, fourth 4. K, Kt. P^ one sqttare. 

square. 

5. K. Kt. to K. fifth sq^ 5. Q. checks. 

6. K. to B. square. 6. Gambit P. onesq. 

7. P. takes P. 7. K. Kt. toB. third sq. 

8. Q, to K, square. 8. Q. to K. R. sixth sq. 

checking. 

If he moye K. to Kt. squai^^ by checking with K. B* 
jou win K. Kt. If he pjlay K. to B. second square^ 
you also check with K. B. and on his playing K. to his 
second square, you play Q. P. one square^ wioning 
K. Kt. at the least ; therefore — 

9. K. to his second sq. 9. Q. P. one square. 
10. Kt. takes K. KL P. 10. Kt. takes Kt. 
H. P. takes Kt. 11. B. takes P. ch. 

12. K. to B. second sq. 12. K. B. to K. second 

square. 

If he play K. to Kt square^ you move Q. B. to K. B. 
«ixth square, &c. But if — 

13. Q. to K. third sq. 13. K. B. checks. 

14. K. to Kt. square. 14. Q. B. to K. B. sixth 

sq. winning easily. 

FIFTH DEFBNCE. 

8. Q. to K. second sq. 8. Q. P. one square. 

9. K.Kt. takes K.Kt,P. 9. Kt. takes Kt. 
10. P. takes Kt. 10, Q. B. takes P. 
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If he play Q. to K. third square, you may check with 
Q. B. and then phiy K. R. to Kt« square. But if-— 

11. Q. to K. B. second 11. Q. B. to R. sixth sq. 

square. checking. 

12. K. to his square. 12. Q. takes P. ch. 

13. Q. to K. second sq. 13. Q. takes Q. 

14. K. takes Q. 14. Q. Kt. to B. third sq. 
having a pawn more and a good position. 

I 

SIXTH DEFENCE. 

8. K. R. P. one sq. 8. P. takes K. R. P. 

If he take the pawn with K. B. checking, you play 
K. to his second square, and on the removal of his 
bishop, you play Q. to K. Kt. sixth square. If he 
play K.Kt. to its fourth square, you exchange knights, 
then play Q. to K. Kt. sixth square, and afterwards 
opportunely K. B. to Q. B. fourth square, and K. R. 
to Kt. square. But he may play — 

In the first place. 

9. Q. P. two squares*^ 9. Q. P. one square. 

10. K. Kt. to Q. third 10. Kt. to K. R. fourth 

square. square. 

11. Q. to K. square. U.K. Kt. checks. 

12. K. to Kt. square. 12. R. to K. Kt. sq. 

13. K. to R. second sq. 13. Kt. to K. seventh sq. 

winning easily. 
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In the seeond place. 

9. Q. to K. square, 9. Q. to K, Kt, fourth 

square- 

10. K. Kt.toits fourth 10. Kt. takes Kt. 

square, 

11. P. takes Kt. 11. Q. takes P. 

If he play K* R. to Kt. square, you should check with 
Q. at K. B. sixth square, then exchange queens and 
afterwards play K. B. to Q. B. fourth square. If he 
play K. fi. to its second square, you play K. R. to Kt. 
square, and on his playing K. R. to B. second square, 
you advance the pawn to K. R. seventh square. But 
suppose he plays — 

12. Q. to K. second sq, 12. K. R. P. two squares, 

13. Q.Kt.toQ.B.thirdl3. K. R. to Kt. square, 

square. 

You might also play Q. B. P. one square. 

14. Q. takes Q. (C.) 14. P. takes Q. 

. 15. Kt. to Q. fifth sq. 15. K. to Q. square. 

16. Q. P. two squares. 16. Q. B. P. one sq. 

17. Q.Kt.toK.B. sixth 17. K. R. to Kt. third sq. 

square. 

18. K. P. one square. 18. Q. P. two squares. 
19- KLB. to Q. third sq. 19. K, Kt. P. one square, 

and wins. 

(C.) 

14. K. to his square. 14. K. B. to K. second 

square. 
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If he play K. R. to B. square, you should check with 
Q. at K. R. fifth square, and on his playing Q. to K. B. 
second square as his best move, you play K. R. to Kt. 
seventh square, having a very fine game. 

15. Q.Kt. to Q. fifth sq. 15. Q. to K. R. fifth sq. 

checking. 

If he play K. to B. square, you win by playing Q. to 
K. Kt. sixth square. If he interpose the queen, you 
take K. P. 

16. K. to Q. square. 16. Q. B. P. one sq. 

17. Kt.toQ.B. seventh 17. K* to Q« square. 

sq. checking. 

18. Kt. takes R. 18. Q. P. two squares. 

19. Q. to K. square. 19. P. takes B. 

20. Q. takes Q. 20. B. takes Q. 

21. Q. P. two squares. 21. Q. B. checks. 

22. K. to Q. second sq. 22. K.B.toKt. sixth sq. 

23. K. to Q.B. third sq,23. .P, to K. R, seventh 

square. 

24. B. to K. third sq. 24, Q. B. to K. B. sixth 

sq. and wins. 

In the third place. 
9. K.Kt.takesK.B.P. 9. Q. P. two squares. 

If he take K. R. you take K. B. secure of gaining 
K. Kt. besides having a strong attack. But if — 

10. K. B. takes P. 10. Kt. takes B. 

11. Kt . takes R. 1 1 . Q. to K.Kt. sixthsq. 
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If he play Q. to K. second square^ you move Kt. to 
K. B. fifth square^ and on his moving Q. to K. B. second 
square^ you check with Q. at K. Kt. seventh square^ 
winning the rook and the game ; therefore — 

12. R. to K. Kt. sq. 12. P. to K. R. seventh 

square- 
Id. R. takes Q. 13. P. becomes a Q. eh. 

14. R. to Kt. square. 14. Q. B. checks. 

15. K. to his second sq. 15. Q. to K. R. seventh 

sq. checking. 

16. K. to Q. third sq. 16. Kt. to K. B. fifth sq. 

checking. 

17. K. to his third sq. 

This is his best move^ for if he play elsewhere he 
loses K. R. or is checkmated. 

You might check with K. B. and on his interposUig 
Q. P. take it, winning K. R. ; or you play — 

17. Q.Kt. to B. third sq. 

18. Q, B. P. one sq. 18. K. B. checks. 

19. Q. P. two squares. 19. Castles. 

20. Kt. to K.B. seventh 20. R. takes Q. P. and 

square. wins. 



r2 
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MUZIO GAMBIT. 



FIRST GAME. 

fVhiie. Black. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt.toB.thirdsq. 3. K. Kt, P. two sq. 

4. K.B. to Q.B. fourth 4. K. Kt. P. one sq. 

square. 

5. Castles. 5. P. takes Kt. 

6. Q. takes P. 6. Q. to K.B. third sq. 

7. K. P. one square. 

The proper moye is to take the pawn with the queen 
as in the next game. But suppose he plays — 

FIRST DEFENCE. 

7. Q. to Q«Kt. third sq. 
checking. 
8". K. to R. square. 8. K. B. to R. third sq. 
9. Q.Kt.toB. third sq. 
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If he play Q. B. P. one square^ you should play 
Q. Kt. to K. fourth square^ in order to check with Kt. 
at Q. sixth square. 

9. Q. to Q.B. fourth sq. 

10. Q. P. one square. 10. Q. takes K. P. 

1 1 . Q. Kt.to Q. fifth sq. 11. K. Kt. to K. second 

square. 

12. Q. B. takes P. 12. B. takes B. 

13. Q. R. to K. square. 13. Q. to K. Kt. fourth 

square. 

14. Q.R. takes Kt. ch. 14. K. to Q. square. 

15. R. takes K. B. P. winning K. B. 

SECOND DEFENCE. 

7. Q. to K. B. fourth 
square. 

8. Q. P. two squares. 8. K. B. to R. third sq, 

9. Q. Kt. to B. third 9. K. Kt. to K. second 

squsure. square. 

10. Q. Kt. to K. fourth sq. 

If he play K. B. to Kt. second square^ you should 
take the Gambit pawn with Q. B. 

l6. Castles. 

11. Kt.toK.B. sixth sq.ll. K. to R. square. 

checking. , 

12. K. B. to Q. third sq.l2. Q. to K. third sq. 

13. Q. to K. R. fifth sq. 13. K. Kt. to its sq. 

14. Q. B. takes P. 14. K. to Kt. second sq. 

15. B. takes B. and wins easily, 
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SECOND GAME. 



fVhite. Black. 

1 . K. P. two eqmres. 1 . K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.Kt. to B. third sq. 3. K. Kt. P. two sq. 

4. K.B. to Q.B. fourth 4. K. Kt. P. onesq. 

square. 

5. Castles. 5. P. takes Kt. 

6. Q. takes P. 6. Q. toK. B. third aq. 

7. K. P, one square. 7. Q. takes P. 

8. Q. P. one square. 

FIRST DEFENCE. 

8. K. B. checks. 

Instead of this more^ he ought to play K. B. to R* 
third square : see the First Series^ page 355) et seq. 

9. K. to R. square. 9. K. B. to K. sixth sq, 

10. Q. B. takes B. 10. Q. takes B. 

11. Q. to K. R. fifth sq. 11. Q. to K.. second sq. 

12. Q. Kt. to B. third 12. K. Kt. to B. third sq. 

square. 

13. Q. to K.R. sixth sq. 13, Q. P. one square. 

14. Q. takes Gambit P. 14. K. Kt. to its fifth sq. 

15. Q. Kt. to Q. fifth 15. Q. to her second sq. 

square. 

16. Q, R. checks: 16. K. to Q. square. 
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17. Q.R. to K. seventh 17. Q. to Q. R. fifth »q. 

square. 

18. R. takes Q. B. P. and wins easily. 

SE€OND DEFENCE. 

8. Q.Kt. to B. third sq. 
9. Q. B. takes P. 

In the first place , 

9. Q. takes Q. Kt. P. 

10. K. B. takes P. ch. 10. K. to Q. square. 

11. K.B. takes Kt. 

If iB take the fook or bishop^ he will be checkmated 
in a few moves ; and if — 

11. K. B. to K. second 
square. 

12. Q. B. to K. Kt. fifth sq. 

If he play Q. P* (me or two squares^ he will be check- 
mated in three moves ; and if he play any other move^ 
you will easUy win. 

In the second place. 

9. Q. to K. B. third sq. 

10. Q. Kt. to B. third 10. K. Kt. to K. second 

square. . square. 

11. Q. R. to K. sq. 11. Q. checks. 

12. Q. B. interposes. 12. Q. to Kt. second sq. 

13. K. B. takes P. ch. 13. K. to Q. square. 

14. K. B. to K. R. fifth 14. Q. P. one sq. 

square. 
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16. Q. B. to K. Kt. fifth sq. 

If he take Q. B. he will be checkmated in four moves ; 
therefore — 

15. Q. Kt. to K. fourth 

square. 

16. Q. R. takes Kt. 16. Q. or P. takes R. 

17. Q. B. to K. B. sixth sq. winning K. R. and 

having consequently the best of the game. 

THIRD DEFSNCB. 

8. Q. p. one sq. 
9. Q. B. takes P. 9. Q. to K. B. third sq: 

10. Q. Kt. to Q.B. third 10. Q. B. P. one sq. 

square. 

11. Q. Kt. to K. fourth 11. Q. to K. B. fourth 

square. square. 

12. Q. to K. second square, and has the best of 

the game. 
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BISHOP S GAMBIT. 



White. Black. 

\. K. P. two squares. L K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.B. to Q.B. fourth 3. K. B. P. two sq! 

square. 

4. Q. Kt. to B. third sq. 

No. 1. 

4. K.Kt. to B. third sq. 

5. K. P. one square. 

FIRST DEFENCE. 

5. K. Kt. to K. fifth sq. 

6. K. Kt. to B. third sq. 

If he take the knight, yon retake with Q. Kt. P. 
But if— 

6. K. Kt. P. two sq. 

7. K. R. P. two sq. 7. K. Kt. P. one sq. 

8. Q. Kt. takes Kt. 8. P. takes Q. Kt. 

9. K. Kt. to its fifth sq. 9. Q. P. two squares. 
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10. p. takes P. en pas- 10. Q. takes P. 

sant. 

11. Kt. to K.B. seventh 11. Q. to Q. B. fourth 

square. square. 

12. Q. to K. second sq. 

White has evidently a fine game. 

SECOND DEFENCE. 

5. K. Kt. to its fifth sq. 

6. K. Kt. to B. third sq. 6: Q. P. one sq. 

7. Q. P. two squares. 

In the first place. 

7. Q. P. takes P. 

8. Q. P. takes P. 8. Q. takes Q. 

fi. Q. Kt. takes Q. 9. Q.Kt. to Q. B. third 

squaiie. 

10. Q. B. takes P. 

» 

There is little difference in the game. 
In the seoond place. 

7. K.Kt.toK. sixth S4|. 

8. Q. B. takes Kt. 8. P. takes B. 

9. Q. Kt. to Q. fifth sq. 9. Q. P. takes P. 

10. P. takes P. 10. Q.Kt.toB.third«q. 

U . Q. Kt. takes P. at K. third sq. &c. 
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No. 2. 

4. Q. checks. 

5. K. to B. square. 5. K.Kt. to B. third sq. 

6. K.Kt. to B. third sq. 6. Q. to K. R. fourth sq. 

7. K. P. one square. 7. Kt. to K. fifth sq. ' 

8. Q. Kt. to Q. fifth sq. 

If he play K. to Q* square, you should take Gambit P. 
with Q. Kt. winaing the K. Kt. at the least. 

8. K. Kt^ to its sixth sq. 
checking. 

9. K. to Kt. squs^e. 9. Kt. takes R. 

10. Kt. takes Q. B. P. 10. K. to Q. square. 

checking, 

11. Kt. takes Q, R. 11. K, Kt. to its siitth 6q. 

12. P. takes Kt. 12. P. takes P. 

13. Q. P. two squares. 13. K. B. to K. second 

square. 

14. Q. B.toK.B. fourth sq. 

' If he play K. B. to K. R. fifth square^ you should 
play K. Kt. to its fifth square. 

14. Q. to K. Kt. fifth sq. 

15. Kt. to K. Kt. fifth 15. Q. takes Q. B. 

square. 

16. Kt.toK.B. seventh 16. K. to his square. 

sq. checking. 

17. Q. to her third sq. 17. K. B. to Q. sq. 
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18. K. Kt to Q. sixth 18. K. to B. square. 

sq. checking. 

19. K. R. to K. B. square, and will checkmate 

in a few moves. 

DEFENCE, 

THE BLACK HAVING THB FIRST MOVE, 

FIRST GAME. 
Black. fVkite. 

1 . K. P. two squares. 1 . K. P. two squares. 

2. K. B. P. twa sq. 2. P. takes P. 

3. K. B. to Q.B. fourth a. Q. checks. 

square. 

4. K. to B. square. 4. K. Kt. P. two sq. 

5. K. Kt. to B. third sq. 5. Q.toK.R. fourth sq. 

6. K. R. P. two sq. 6. K. B. to Kt. second 

square. 

7. K. B. to K. second 7. K. Kt. P. one sq. 

square. 

If he play Kt. to K. R. second square, you should 
advance P. to K. B. sixth square, and afterwards take 
K. R. P. having a very fine game. 

8. Kt. to K. square. 8. K.Kt. to B. third sq. 

FIRST ATTACK. 

9. K, p. one square. 9. Kt. to K. fifth sq. 
10. K. B. takes P. 10. Kt. to its sixth sq. 

checking. 
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IL K, to Kt. square. 11. Q. takes K. P, 

12, R. to its third sq. 12. K. R. P. two sq. 

13. K.B. to its third sq. 13. Q. P. two squares. 

You will winK. R. for if he play it to its second square^ 
you checkmate him with the queen. ' 

SECOND ATTACK. 

9. Q.Kt, to B. third sq. 9. Q. to K. Kt.third sq. 

10. Q. P, one square. 10. Kt. to K. R, fourth 

square. 

11. Kt. to<i. fifth sq. 11. K. Kt. checks. 

12. K. to Kt. square. 12. K. B. checks. 

13. K. to R. second sq. 13, Kt. takes B. and 

wins. 

If Black on the ninth move were to play Q. P. one 
«quare^ instead of K. P. one square, or Q. Kt. to B. 
third square, you should play K. B. to R. third square. 



SECOND GAME. 

Blacks WMtie. 

1. K. P. two squares, 1. K. P. two squares* 

2. K. B. P. two sq. 2. P. takes P. 

3. K.B. to Q.B. fourth 3. Q. checks. 

square. 

4. K, to B. square. 4. K. Kt. P. two sq. 
5* K,Kt to B. third sq. 5. Q. to K.R. fourth sq. 
6. K. R. P. two sq. 6. K. B. to Kt. second 

square. 
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7. Q. P. two squares. 7. Q. P. one square. 

8. K.B.toK. second sq. 8. K. Kt. P. one sq. 

9. K. Kt. to K. sq. 9. K.Kt. to B. third sq. 

10. Q. Kt. to B. third 10, Q.toK.Kt. third sq. 

square. 

11. K.B. toQ. third sq. 11. K. Kt. to R. fourth 

square. 

12. Q.Kt.toQ.fifthsq. 12. K. Kt. checks. 

13. K. to Kt. square. 13. K. B. takes P. ch. 

14. K. to R. second sq. 14. Q. to K. R. fourth 

sq. and wins. 



THIRD GAME. 

Black. White. 

1. K, P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.B. to Q.B. fourth 3. Q. checks. 

square. 

4. K. to B. square. 4. K. Kt. P. two sq. 

5. K.Kt. to B. third sq. 5. Q. to K.R. fourth sq. 

6. K. R. P. two sq. 6. K. B. to Kt. second 

square. 

7. Q. P. two squares. 7. Q. P. one square. 

8. Q.Kt. to B. third sq. 8. K. R. P. one sq. 

9. Q.Kt.toQ.fifthsq. 9. K. to Q. square. 
10. K. B. to K. second 10. Q. toK Kt. third sq. 

square. 
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11. K. P. one square. 11. Q. B. P. one sq. 

12. K. B. to Q. third sq. 12. Q.B. to K.B. fourth 

square. 

White has a good game. 



FOURTH GAME. 

Black. White. 

1. K. P. two squares. 1. K. P. two squares. 

2. K. B. P. two sq. 2. P. takes P. 

3. K.B. to Q.B. fourth 3. Q. checks. 

square. 

4. K. to B. square. 4. K. Kt. P. two sq. 

5. K.Kt. to B. third sq. 5- Q.toK.R. foiu*thsq. 

6. K. R. P. two sq. 6. K. B. to K. Kt. 

second sq. 

FIRST ATTACK. 

7. K. to Kt. square. 7. K. B« checks. 

If he play K. to B. square, you shoidd play Q. P. one 
jsquare ; but if — 

8. K. to B. second sq. 8. K. Kt. P. (me sq. 

9. Kt. takes B. 9. K. Kt. P. checks! 

10. K. to R. third sq. 10. Q. P. two sq. ch. 

11. Kt. to B. fifth sq. 11. Q. takes Q. 

12. B. takes Q. 12. K. Kt. to R. third sq. 
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13. K. B. takes P. 13. Kt. takes Kl 

14. K.B.takc8Q.Kt.P. 14. Kl. to K. soctb sq. 



15. B. takes B. 15. Kt. takes R. 

16. K. to Kt. fourth sq. 16. Q.KL to B. third sq. 

In thefini plaee. 

17. K. B. to Q. Kt. 17. Q.Kt.toQ.fifkhsq. 

seventh sq. 

If he take Q. B. yoa ahoold pUy P. to K. B. axth 
sqoaie, and afkerwards one of tbe pawns to queen. If 
he phy K. B. to Q. R« sixth square, yoa may take 
Q. B. P. &c. But ii 



18. K. P. one square. 18. Q. R. to Q. Kt. sq. 

19. K. B. to K. foorth 19. Kt. to K. B. seventh 

square. sq. checking. 

20. K. takes P. 20. Kt. takes B. 

21. K. takes Kt. 21. Kt. takes Q. B. P. 

and wins easily. 

In the second place. 

17. K.B. to Q.R. sixth 17. Q. Kt. to Q. fifth sq. 

square. 

18. Q.Kt.toQ.R.third 18. P. to K. B. sixth sq. 

square. 

19. K. B. to its square. 19. P. takes P. 

20. B. takes P. 20. R. to K. Kt. square, 

checks and wins. 
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SBCOND ATTACK. 

7. Q. p. two squares. 7. Q. P. one square. 

8. K. R. to its second 8. Q. B. to K. Kt. fifth 

square. square. 

If he take K. Kt. P. with K. R. P. you should take 
K. R, 

9. K. to Kt. square. 9. P. takes P. 

10. Q. B. lakes P. 10. P. to K. R. sixth sq. 

White has the best of the game. 

THIRD ATTACK. 

7. K. R. to its second 7. K. Kt. P. one sq. 

square. 

8. K. Kt. to its fifth sq. 8. K.Kt. to K.R. third 

square. 

9. Q. P. two squares. 9. Q. P. two squares. 

In the first place. 

10. K. B. takes P. 10. K. Kt. P. one sq. 

11. Q. takes Q. or (A.) 11. P. takes K. R. 

12. B.takesK.B.P.ch. 12. K. to B. square. 

13. K. B.toK. sixth sq. 13. P. becomes a queen, 

checks, and wins. 

(A.) 

11. B.takesK.B.P.ch. 11. Q. takes K. B. 

12. K. Kt takes Q. 12. Q. B. to K. Kt. fifth 

square. 

s 
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If he take your Q. B. with Q. you will take his Q. 
and afterwards K. R. or K. Kt. If he remove the 
queen, you will take K. R. and then advance the pawn 
to queen, winning without difficulty. 

In the second place. 

10. K. B. to K. second 10. K. B. P. one sq. 

square. 

If he play K. Kt. to R. third square^ you may either 
take K. R. P. or play the Gambit pawn one square. 
But if— 

11. Q. B. takes P. 11. K. B. P. takes Kt. 

12. K. R. P. takes P. 12. Q. to K. B. second 

squarq. 
13« K. Kt. P. one sq. 13. K. Kt. to its sq^ 

White has considerably the best of the play. 

In the third place. 

10. K. P. takes P. 10. K. Kt. P. one sq. 

11. Q. to K. square^ ch. 11. K. to Q. square. 

12. K.B. to its square. 12. K. B. to K. square. 

Whether he play K. B • to K. second flquarey orQ. to 
her second squar^ yoU should play K. Kt. to its fifth 
square, in order to check at K. R. seventh square, or at 
K. sixth square, having every way the best of the 
game. 



\ 



/ 



/ 



FIFTH OPENING, 



OR THE 



QUEEN'S GAMBIT. 



b2 



QUEEN'S GAMBIT. 



FIRST GAME. 



mite. 

1. Q. P. two squares. 

2. Q. B. P. two sq. 

3. K. P. two squares. 

4. Q. R. P. two sq, 

5. P. takes P. 

6. Q. Kt. P. one sq. 



Black, 

1 . Q. P. two squares. 

2. P. takes P. 

3. Q. Kt. P. two sq. 

4. Q. B. P. one sq. 

5. P. takes P. 



7. P. takes P. 

8. Q. R. takes Q. B. 

9. Q. checks. 

10. Q. takes Q. Kt. 

11. K. B. takesP. 



In the first place. 

6. Q.B. to Q.R. third 

square. 

7. P. takes P. 

8. Q. Kt. take^ Q. R. 

9. Q. to her second sq. 
10. Q. R. to Q. square. 



If he take Q. P. he will lose the queen. . If he play- 

11. Q. R. to Q.B. sq. 
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12. K. B. to Q. Kt. fifth 12. Q.R. takes Q.B.ch. 

square. 

13. K. to Q. second square, and wins. 

In the second pUwe. 

6. Q. Kt. P. one sq. 

7. P. takes P. 7. Q. R. P. two sq. 

8. Q.B.toK.B. fourth square. 

If he play Q. Kt. to Q. second square, you should 
play Q. to Q. R. fourth square. But if — 

8. Q. B. to Q. second 
square. 

9. K. B. to Q. third sq. 

White's game is preferable to the Black's. 



SECOND GAME. 

White. Black. 

1 . Q. P. two squares. 1 . Q. P. two squares. 

2. Q. B. P. two sq. 2. P. takes P. 

3. K» P. two squares. 3. K. P. two squares* 

4. P. takes P. 4. Q. takes Q. 

5. K. takes Q. 5. Q. Kt, P. two sq. 

6. Q. R. P. two sq. 6. Q. B.' P. one sq. 

7. P. takes P. 7. P. takes P. 

8. Q.Kt. to B. thirdsq. 8. Q. B. to Q. R. third 

squaire. 
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9. Q. Kt. P. one sq. 9. Q. Kt. P. one sq. 

10. Q.Kt. toQ. fifthsq. 10. K. to Q. square. 

11. Q. B. to Q. second sq. 

r 

If he play K.B. to Q. B. fourth square^ you should 
take Q. Kt. P. with Q. B. and if he take K. B. P. you 
play Q. B. tp adv. K. B. square. But if — 

11. Q. B. P. one sq. 

12. K. B. takes B. 

If he take Q. B. you play K. B. to Q. Kt. seventh 
square. If he' take K. B. with Q. Kt. you check with 
Q. B. winning a piece. 



THIRD GAME. 

White. Black. 

1. Q. P. two squares. 1. Q. P. two squares. 

2. Q. B. P. two sq. 2. P. takes P. 

3. K. P. two squares. 3. K. P. two squares. 

4. P. takes P. 4. Q.. takes Q. 

5. K. takes Q. 5. Q. B. to K. third sq. 

6. K. B. P. two sq. 6. K. Kt. P. one sq. 

7. Q. Kt. to Q. second 7. Q. Kt. P. two sq. 

square. 

8. Q. R. P. two sq. 8. Q. B. P. one sq. 

9. P. takes P. 9. P. takes P. 
10. Q. Kt. P. one sq. 
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13. K. B. takes P. 13. Kt. takes Kt. 

14. K.B.takesQ.Kt.P. 14. Kt. to K. sixth sq. 

checking. 

15. B. takes B. 15. Kt. takes R. 

16. K. to Kt. fourth sq. 16. Q.Kt. to B. third sq. 

In the first place. 

17. K. B. to Q. Kt. 17. Q. Kt. to Q. fifth sq. 

seventh sq. 

If he take Q. K you should play P. to K. B. sixth 
square, and afterwards one of the pawns to queen. If 
he play K. B. to Q. R» sixth square, you may take 
Q. B. P. &c. But if— 

18. K. P. one square. 18. Q. R. to Q. Kt. sq. 

19. K. B. to K. fourth 19. Kt. to K. B. seventh 

square. sq. checking. 

20. K. takes P. 20. Kt. takes B. 

21. K. takes Kt. 21. Kt. takes Q. B. P. 

and wins easily. 

In the second place. 

17. K.B. to Q.R. sixth 17. Q. Kt. to Q. fifth sq. 

square. 

18. Q.Kt.toQ.R. third 18. P. to K. B. sixth sq. 

square. 

19. K. B. to its square. 19. P. takes P. 

20. B. takes P. 20. R. to K. Kt. square, 

checks and wins. 
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SBCOND ATTACK. 

7. Q. p. two squares. 7. Q. P. one square. 

8. K. R. to its second 8. Q. B. to K. Kt. fifth 

square. square. 

If he take K. Kt. P. with K. R. P. you should take 
K. R, 

9. K. to Kt. square. 9. P. takes P. 

10. Q. B. lakes P. 10. P. to K. R. sixth sq. 

White has the best of the game. 

THIRD ATTACK. 

7. K. R. to its second 7. K. Kt. P. one sq. 

square. 

8. K. Kt. to its fifth sq. 8. K. Kt. to K.R. third 

square. 

9. Q. P. two squares. 9. Q. P. two squares. 

In the first place. 

10. K. B. takes P. 10. K. Kt. P. one sq. 

11. Q. takes Q. or (A.) 11. P. takes K. R. 

12. B.takesK.B.P.ch. 12. K. to B. square. 

13. K. B.toK. sixth sq. 13. P. becomes a queen, 

checks, and wins. 

(A.) 

11. B.takesK.B.P.ch. 11. Q, takes K. B. 

12, K, Kt. takes Q. 12. Q. B. to K. Kt. fifth 

square. 

s 
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If he take your Q. B. with Q. you will take his Q. 
and afterwards K. R. or K. Kt. If he remove the 
queen, you will take K. R. and then advance the pawp 
to queen, winning without difficulty. 

In the second place. 

10. K. B. to K. second 10. K. B. P. one sq. 

square. 

If he play K. Kt. to R. third square^ you may eith^ 
take K. R. P. or play the Gambit pawn one square. 
But if— 

11. Q. B. takes P. 11. K. B. P. takes Kt. 

12. K. R. P. takes P. 12. Q. to K. B, second 

square. 

13. K. Kt. P. one sq. 13. K. Kt. to jits sq^ 

White has considerably the best of the play. 

In the third place. 

10. K. P. takes P. 10. K. Kt. P. one sq. 

11. Q. to K. square^ eh. 11. K. to Q. square. 

12. K.B. to its square. 12. K. B. to K. square. 

Whether he play K. B • to K. second -square/ orQ. to 
her second square, yoti should play K. Kt. to its fifth 
square, in order to check at K. R. seventh square, or at 
K. sixth square, having every way the best of the 
game. 



\ 



FIFTH OPENING, 



OR THE 



QUEEN'S GAMBIT. 



b2 



QUEEN'S GAMBIT. 



FIRST GAME. 



Whiu, 

1. Q. P. two squares. 

2. Q. B. P. two sq. 

3. K. P. two squares. 

4. Q. R. P. two sq. 

5. P. takes P. 

6. Q. Kt. P. one sq. 



Black. 

1 . Q. P. two squares. 

2. P. takes P. 

3. Q. Kt. P< two sq. 

4. Q. B. P. one sq. 

5. P. takes P. 



In the first place. 



7. P. takes P. 

8. Q. R. takes Q. B. 

9. Q. checks. 

10. Q. takes Q. Kt. 

11. K. B. takes P. 



6. Q.B. to Q.R. third 

square. 

7. P. takes P. 

8. Q. Kt. tak^ Q. R. 

9. Q. to her second sq. 
10. Q. R. to Q. square. 



If he take Q. P. he will lose the queen. If he play- 

11. Q. R. to Q. B. sq. 
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12. K. B. to Q. Kt. fifth 12. Q.R. takes Q.B.ch. 

square. 

13. K. to Q. second square, and wins. 

In the second place. 

6. Q. Kt. P. one sq. 

7. P. takes P. 7. Q. R. P. two sq. 

8. Q.B.toK.B. fourth square. 

If he play Q. Kt. to Q. second square^ you should 
play Q. to Q. R. fourth square. But if — 

8. Q. B. to Q. second 
square. 

9. K. B. to Q. third sq. 

White's game is preferable to the Black's. 



SECOND GAME. 
White. Black. 

1 . Q. P. two squares. 1 . Q. P. two squares* 

2. Q. B. P. two sq. 2. P. takes P. 

3. K. P. two squares. 3. K. P. two squares. 

4. P. takes P. 4. Q. takes Q. 

5. K. takes Q. 5. Q. Kt, P. two sq. 

6. Q. R. P. two sq, 6. Q. B. P. one sq. 

7. P. takes P. 7. P. takes P. 

8. Q.Kt.toB.thmlsq. 8. Q.B. toQ.R. third 

square. 
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9. Q. Kt. P. one sq. 9. Q. Kt. P. one sq. 

10. Q.Kt. toQ. fifthsq. 10. K. to Q. square. 

11. Q. B. to Q. second sq. 

r 

If he play K«B. to Q. B. fourth square^ you should 
take Q. Kt. P. with Q. B. and if he take K. B. P. you 
play Q. B. tp adv. K. B. square. But if — 

11. Q. B. P. one sq. 

12. K. B, takes B. 

If he take Q. B. you play K. B. to Q. Kt. seventh 
square. If he' take K. B. with Q. Kt. you check with 
Q. B. winning a piece. 



THIRD GAME. 

fVhite. Black, 

L Q. P. two squares. 1. Q. P. two squares. 

2. Q. B. P. two sq. 2. P. takes P. 

3. K. P. two squares. 3. K. P. two squares. 

4. P. takes P. 4. Q.. takes Q. 

5. K. takes Q. 5. Q. B. toK. third sq. 

6. K. B. P. two sq. 6. K. Kt. P. one sq. 

7. Q. Kt. to Q. second 7. Q. Kt. P. two sq. 

square. 

8. Q. R. P. two sq. 8. Q. B. P. one sq. 

9. P. takes P. 9. P. takes P. 
10. Q. Kt. P. one sq. 
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first dbfbnce. 

10. P. takes P, 
U. K. B. takes P. ch. 11. Q. Kt. to Q. second 

square. 

12. Q. R. to Q. Kt. sq. 12. Q. R. to Q. Kt. sq. 

13. K.B. to Q.R. fourth 13. K. to Q. square. 

square. 

14. K. B. takes P. 14. Q.Kt. to Q.B. fourth 

square. 

15. K.B. to Q. B. second square, and has the 

best of the game. 

SECOND DBFENCB. 

10. Q. B. p. one sq. 

11. K.B. takes P. ch. 11. Q. B. to Q. second 

square. 

12. B. takes B. 12. Q. Kt. takes B. 

13. Q. Kt. to its sq. 13. Q. R. to Q. B. sq. 

14. K. to Q. B. second 14. Q. Kt. to Q. B. 

square. fourth sq. 

15. Q. R. takes P. 15. Kt. takes K. P. 

16. K. Kt. toK. second 16. K.B. to Q. Kt. fifth 

square. square. 

17. Q. R. to Q. Kt. 17. K.B. to Q.R. fourth 

seventh sq. square. 

18. Q. Kt. P. one sq. 

You have the best of the game, as you will afterwards 
win his Q. B. P. 
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thibd dbfbncb. 

10. Q. R. P. twosq. 

11. P. takes P. IL Q.Kt. P. one sq. 

12. K.Kt.toB. tliirdsq.l2. Q. Kt. to Q. B. 

third sq. 

13. Q. R. to its fourth square. 

The game is in favour of the White, who has a 
pawn more than the Black. 

The error of the Black in this game is playing Q. B. 
to K. third square on the fifth move, instead of which 
he ought to play Q. Kt. to Q. second square. 

DEFENCE, 

THB BLACK HAYING THE FIEST MOVE. 

FIRST GAME. 

Black. White. 

\. Q. P. two squares. I. Q. P. two squares, 

2. Q.B.P. two squares. 2. P. takes P. 

3. K. P. two squares. 3. K. P. two squares. 

4. P. takes P. 4. Q. takes Q. 

5. K. takes Q. 5. Q. Kt. to Q. second 

square. 

6. K. B. P. two sq. 6. Q.Kt.toQ.B.fourth 

square. 

7. Q.Kt.toQ.B/third 7. Q. B. P. one sq. 

square. 
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first attack. 

8. K. B. takes p. 8. Q. Kt. P. two sq. 

9. K.B. to Q, Kt. third 9. Q. Kt. P. one sq. 

square. 
10. Q. Kt. remoTes. 10. Q. Kt. takes P. 

White's game is at the least equal to the Black's. 

SECOND ATTACK. 

8. Q.B. to K. third sq. 8. Q. B. checks. 

If he interpose K. B. you should check with Q. R. 
then take K. B. and afterwards play Q. Kt. P. two 
squares. If he play K. Kt to B. third square^ you 
should play Q. Kt. P. two squares. But if — 

9. K.toQ.B. second 9. Q. Kt. takes P. 

square. 
10. Kt. takes Kt. 10. Q.B.toK.B. fourth 

square, and recovers the piece. 

THIBD ATTACK. 

8. Q.B.P. two squares. 8. Q. B. checks. 

9. K.Kt.toB. third sq. 9. Q. R. checks. 

10. K. to his square. 10. Q. B. takes Kt. 

1 1 . P. takes Q. B. 11. Q.Kt. to its sixthsq. 

12. Q. R. to Q.Kt. sq. 12. Kt. takes Q. B. 

13. R. takes Kt. 13. K.B.toQ.B. fourth 

square. . 
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* 

In ihejirst place. 

14. P. to K. B. fifth sq; 14. B. to Q. fifth sq. 

15. P. to K. sixth sq. 15. P. takes P. 

16. P. takes P. 16. K. Kt. to K. second 

square. 

If he take the pawn with K. B. you should play Kt. 
to its third square^ then K. to his second square^ and 
afterwards Kt. to K. B. square^ or K« B. fifth square^ 
wimiing the pawn at K. third square. 

In, the second place. 

14. Kt. to K. second sq. 14. Q. Kt. P. two sq. 

15. P. takes P. 15. P. takes P. 

16. Q. Kt. P. one sq. 16. K. B. to K. sixth sq. 

If he play R. to Q. Kt. square^ you should play P. to 
Q.B. sixth square^ and afterwards another square^ &c* 
But if— 

17^ Q,B. to QJB« second 17. .K. Kt. to K. second 
square. square. 

If he play P. to K. B. fifth square^ you should play 
Kt. to Q. B. third square^ and if he then play P. to 
K. B. fourth square^ you play Kt. to Q. fifth square, 
&c. But if— 

18. P. takes P. 18. P. takes P. 

19. R. takes P. 19. Kt. to K. Kt. third 

square. 
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20. R. to Q. R. fourth 20. R. to Q. Kt. square, 
square. 

White has a good game. 



SECOND GAME. 
Black. White. 

1 . Q. P. two squares. 1 . Q. P. two squares. 

2. Q. B. P. two sq. 2. P. takes P. 

3. K. P. two squares. 3. K. P. two squares. 

4. P. takes P. 4. Q. takes Q. 

5. K. takes Q. 5. Q. Kt. to Q. second 

square. 

6. K. B. P. two sq. 6. Q.Kt. toQ.B.fourth 

square. 

7. Q. Kt. to Q. second 7. Q. B. to Q. second 

square. square. 

FIRST ATTACK. 

8. K. Kt. p. one sq. 8. Q. B, to its third sq. 

9. K. B. to Kt. second 9. K. B. P. one sq. 

square. 

Black must either lose a pawn or have one doubled, 
on the king's file, for if he take the pawn you retake 
with K. Kt. 

SECOND ATTACK. 

8. K. Kt. to K. R. third 8. Q. B. to its third sq. 
square. 
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9. K.Kt. to B. second 9. Q. Kt. P. two sq. 
square. 

White has a better position than the Black. 



THIB^D ATTACK. 

8. K. B. takes P. 8. Q. B. to its third sq. 

9. K. B. to Q. fifth sq. 9. B. takes B. 

10. P. takes B. 10. Q. R. to Q. square. 

Ton will recover the pawn with a good position. If^ 
instead of either of the above methods of attack, Black 
had played on the eighth move K. Kt. to K. second 
square, you would have checked with Q. B. at Q. R. 
fifth square, winning the game. 



IRREGULAR OPENINGS. 



J 

\ 



IRREGULAR OPENINGS. 



Hating thus gone through the regular openings, there 
remains only to touch upon a few irregular ones ; these 
are seldom played, because they are generally dull and 
iminteresting ; one of them, however, namely, that in 
which the second player moves K. P. one square only 
instead of two squares is deserving of more considera- 
tion than the others; we shall therefore proceed to 
examine this opening. 

FIRST GAME. 

White. Black. 

1 . K. P. two squares, 1 . K. P. one square. 

The best move for the White is to play K, B. P. two 
squares, as will be shown in a subsequent game ; but as 
most persons tmacquainted with this opening would 
play Q. P. two squares, I shall suppose you to make 
that move which you will observe is in many cases 
accompanied with ds^er. 

2. Q. P. two squares. 2. Q, P. two squares. 

T 
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You might now take his pawn with yours^ and the 
game would be quite equal. But if — 

3. K. P. one square. 3. Q. B. P. two sq. 

4. K. B. checks. 4. Q.Kt. to B. third sq. 

In the first place, 

5. K. B. takes Kt. ch. 5. P. takes B. 

6. Q. B. P. one sq. 6. Q. toQ.Kt. third sq. 

7. K. Kt. to B. third 7. Q. B. to Q. R. third 

square. square. 

8. Q.Kt. to Q. second 8. P. takes P. 

square. 

9. P. takes P. 9. Q.B.P. onesquate. 
10. Q. Kt. to its third 10. P. takes P. 

square. 
U.K. Kt. takes P. 11. K. B. checks. 

12. Q. B. to Q. second 12. K. Kt. to K. second 

square. square. 

13. K. Kt. to K. second 13. K.Kt. to Q.B. third 

square. square. 

14. K. B. P. two sq. 14. Q. to K. sixth sq. 

Black has a fine position. 

tn the second plme. 

5. Q.B. P. one square. 5. Q.toQ.Kt. third sq. 

6. K. B. takes Kt. ch. 6. P^ takes B. 

7. K. B. P. two sq. 7. P. takes P. 

8. P. takes P. 8. Q. B. P. one square. 

9. K.Kt.toB. third sq. 9. Q. B. to Q. second 

square. 
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10. Castles, or (A.) 10. R takes P. 

11. Kt. takes P. 11. K.B. toQ.B. fourth 

square. 

12. Q.B.toK. third sq. 12. Q. takes Q. Kt. P. 

and wins. 

(A.) 

10. Q,Kt.toQ.B. third 10. K.Kt. to R. third sq. 

square. 

If you were to castle he would take your pawn with 
his, and you could not retake without losing a piece. 
But if— 

11. Q. Kt. P. one sq. 11. K.Kt toK.B. fourth 

square. 

12. Q. Kt.toK. second 12. P. takes P. 

square. 

13. K. Kt. takes P. 13. K. B. checks. 

14. K. to B. square. 14. Kt. takes Kt. 

If you take, the knight with the queen, he will ex- 
diange queens, and then play K. B. to Q. B. sixth 
«qu^e ; but if you take the knight with your knight, 
he will play K. B. to Q. B. sixth square, winning either 
Q. R. or Q. Kt. 



SECOND GAME. 

rVhiie. Black. 

1 . K. two squares, 1 . K. P, one square. 

2. Q. P. two squares, 2. Q. P. two squares. 

rr 9. 
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3. K. P. one square. 3. Q.B.P. two sguares. 

4. Q.B. P. one square. 4. Q. Kt. to Q. B. third 

square. 

5. K.B. P. two squares. 5. Q. to Q.Kt. third sq. 

6. K.Kt.toB. third sq.j 6. Q. B. to Q. second 

square. 

^' If you play Q. Kt. to R. third square^ he will take 

Q. P. and afterwards Q. Kt. with K. B. 

7. K. B. to K. second sq. 

FIRST DEFENCE. 

7. K.Kt. to R. third sq. 

If you castle, he exchanges pawns, and then plays 
K. Kt. to K. B. fourth square, winning a pawn. 

8. Q. Kt. P. one sq. 8. P. takes P. 

9. P. takes P. 9. K. B. checks. 

You cannot interpose either Kt. or B. without losing 
a pawn. If you move K. to B. square, he will play 
Kt. to K. B. fourth square. If you play K. to B. second 
square, he will play Q. R. to Q. B. square, threatening 
to take Q. P. and afterwards Q. B. ; your position is 
decidedly inferior to the Blsck'M^ 

SECOND DEFENCE. 

7. Q. R. to Q. B. sq. 

In the first place. 
8. Castles. 8. P. takes P. 
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If you take the pawn with K. Kt. he will play K. B. 
to Q. B. fourth square ; and if you then play Q. B. to 
K. third square, you will lose Q. Kt. P. ; therefore — 

9. P. takes P. 9. Kt, takes P. 

10. Kt. takes Kt. 10. K. B. to Q. B.fourth 

square. 

11. Q,B. to K. third sq. 11. Q. takes Q. Kt. P. 

Black recovers the piece with ti better game. 

In the second place. 

8. Q. Kt. P. one sq. 8. P. takes P. 

9. P. takes P. (A.) 9. K. B. checks. 

10. K. toB. second sq. 10. Kt. takes Q. P. 

11. Kt. takes Kt. 11. Q. R. takes Q. B. 

12. Q. takes R. 12. Q. takes Kt. checks, 

and wins Q. R. 

(A.) 

9. Kt. takes P. 9. Kt. takes Kt. 

10. P. takes Kt. 10. K. B. checks. 

11. K. toB. square, or 11. Q. R. takes Q. B. 

to B. second sq. 

12. Q. takes R. , 12. Q. takes Q. P. and 



i 



wins. 

In the third place, 

8. Q.R.P. one square. 8. K. B. P. one square. 

9. Q. Kt. P. two sq. 9. P. takes Q. P. 

10. Q. B. P. takes P. 10. K. B. to K. second 

square. 



•4 
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11. Castles. 11. p. takes p. 

12. P. takes P. 12. Kt. takes K. P. 

13. Kt. takes Kt. 13. R. takes Q. B. 

14. Q. takes R. 14. Q. takes P. ch. 

15. K. to R. square. 15. Q. takes Kt. 

Black has the best of the game. 



THIRD GAME. 

White. Black. 

1 . K. P. two squares. 1 . K. P. one square. 

2. Q. P. two squares. 2. Q. P. two squares. 

3. K. P. one square. 3. Q. B. P. two sq. 

4. Q. B. P. one square. 4. Q. Kt. to Q. B. third 

square. 

5. Q.B.toK. third sq. 5. Q. to Q. Kt. third 

square. 

In the first place. 

6. Q. Kt. P. one sq. 6. P. takes P. 

7. P. takes P. 7. K. B. checks. 

As the White must move the king or lose a pawn^ 
the position is in favor of the Black. 

In the second place. 

6. Q. to her second sq. 6. Q. B. to Q^ second 

square. 

7. K. B. P. two sq. 7. Q. R. to Q. B. sq. 
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8. K.Kt. toB, third sq. 8. K.Kt. to R. third sq. 

9. K.B. to Q. third sq. 9. P. takes P. 

10. P. takes P. 10. Q* Kt to it&fifth sq. 

If you play Q. Kt, P. one square^ he will win either 
your queen or K. R. by checking with his K. R. 

11. Castles. 11. Q.Kt. takes B. 

12. Q. takes B. 12. Q.B. to Q.Kt. fourth 

sq. and wins. 



FOURTH GAME. 

White Black. 

1 . K. P: two squares. I. K. P. one square. 

2. tj. P. two squares. 2. Q. P. two squares. 

3. K. P. one square. 3. Q.B. P. two squares. 

4. Q.B. P. one square. 4. Q: Kt. to Q. B. third 

square. 

5. K. B. to Q.Kt; fifth 5. Q. to Q. Kt. third 

square. square. 

6. K. B. takes Kt. 6. P. takes B. 

7. K. B. P. two sq. 7. P. takes P. 

8. P. takes P. 8. P. to Q.B. fourth sq. 

9. K.Kt. to B. third sq. 9. Q. B. to Q. second 

square. 
10. Q. Kt. to B, third 10. K.Kt. to R. third sq. 
square. 
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11. Castles. 11. K. Kt. to B. fourth 

square. 

12. Q.Kt. to K. second 12. P. takes P. 

square. 

13. Kt. takes P. 13. K.B. to Q. B. fourth 

* sq. and wins. 



FIFTH GAME. 

White. Black. 

1 . K.P. two squares. 1 . K.P. one square, 

2. Q.P. two squares. 2. Q. P. two squares. 

3. K. P. one square. 3. Q. B. P. two sq. 

4. Q. B. P. one sq. 4. Q. Kt. to B. third sq, 

5. K. Kt. to B. third sq. 5* Q. to Q.Kt. third sq^ 

6. K. B. to Q. third sq. 6. Q. B. to Q. second 

square. 

7. K.B. to Q.B. second 7. Q. R. to Q. B. sq. 

square. 

8. Castles. 8. K. B. P. one sq. 

9. Q. Kt. P. one sq. 9. Q. B. P. takes P. 

10. P. takes P. 10. P. takes P. 

11. P. takes P. 11. K.B. to Q.B. fourth 

square. 

12. K. Kt. to its fifth sq. 

FIRST DEFENCE. 

12. K. Kt. to its second 
square. 
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13. Q. checks. 13. K. Kt. P. one sq. 

14. K. B. takes P. ch. 14. K. Kt. takes B. 

15. K. Kt. takes K. R. P. and wins. 

SECOND DEFENCE. 

12- Q. Kt. takesP. 

13. Q. checks. 13. K. Kt. P. one sq. 

14. K. B. takes P. ch. 14. Kt. takes B. 

15. Kt. takes K. R. P. 15. K. Kt. to K. second 

square. 

16. Q.B. to K.Kt. fifth 16. K. B. to Q. fifth sq. 

square. 

17. B. takes Kt. 17. K. takes B. 

18. Q. takes Kt. 18. Q. R. to K. Kt. sq. 

Black has evidently the best of the game. 



SIXTH GAME. 

White, Black, 

1 . K,P. two squares. 1 . K. P. one square. 

2. K. B. P. two sq. 2. Q. P. two squares. 

3. K. P. one square. 3. Q. B. P. two sq. 

In the first place. 

4. Q. B. P. one sq. 4. Q. Kt. to Q.B. third 

square. 

5. K. B. to Q. third sq. 5. Q. to Q.Kt. third sq. 



X 
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6« K.B; to Q.B.. second 6. Q. B. P. one sq. 
square. 

7. K.Kt.toB.thirdsq. 7. K. B, to Q,B. fourth 

square. 

8. Q. to K. second sq. 8. K. Kt. to R. third sq. 

9. Q. Kt*.P. two sq. 9. P. takes P en pas- 

sant^ 
10. R. P. takes P. 10. K. Kt to its fifth sq. 

IL Q. P. two squares. 11. K. B. toK. second sq. 
12. Casties. 12. Castles. 

There k Uttle ^fference in the game. 
In the second place. 

4- K. B. checks. 4. Q.Kt. to Q. B. third 

square. 

5. K. B. takes Kt. ch. 5. P. takes B. 

6. Q. B. P, two sq* 6. Q. B. to R. third sq. 

7. Q. to Q. R. fourth 7. Q. to Q.Kt. third sq. 

square. 

8. Q.Kt. to R. third sq. 

The position is rather in favor of the White. 



SEVENTH GAME. 

fVhite. Black. 

1. K, P. two squares, 1. K.P. one square. 

2. K. B. P. two sq. 2. Q. P. two squares. 

3. K.P. one square. 3. Q. B. P. two sq. 
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4. K.KttoB. thirddq. 4. Q. P. one square. 

5. Q. P. one square. 5. Q.Kt. to B. third sq. 

6. K. B. to K. second 6. K. Kt. to K. R. third 

square. square. 

7. Castles. 7. K. B. to K. second 

square. 

8. Q. B. P. one sq. 8. Castles. 

9. P. takes P. 9. P. takes P. 

10. Q.Kt. to Q. second 10. K. B. P. two sq. 
square. 

The game is about equal. 



EIGHTH GAME. 

fVhite. Black. 

1 . K. P. two squares. 1 . K. P. one square. 

2. K. B. P. two sq. 2. Q. P. two sqiuxres* 

3. K. P. one square. 3. Q. B. P. two sq. 

4. K. Kt. to B. third sq. 4. Q.Kt. to B. third sq. 

5. Q. B. P. one sq. 5. Q.toK.Kt. third sq. 

6. K. B. to Q. third sq. 6. Q. B. to Q. second 

square. 

7. B. to Q. B. second sq. 

In the first place. 

7. Q. R. to Q. B. sq. 

8. Q. P. one square. 8. K. B. P. one sq. 
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9. Castles. 9. K. B. to K. second 

square. 
10. K. to R. square. 10. K.Kt. to R. third sq. 

There is little difference in the game. 

In the second place. 

7. K. B. P. one sq. 

8. Castles. 8. P. takes P. 

9. P. takes P. 9. K. Kt. to R. third sq. 

10. K. to R. square. 10. K. Kt. to B. second 

square. 

11. Q. P. two squares. 11. P. takes P. 

12. P. takes P. 

White has rather the best of the game. 



NINTH GAME. 

Black. White. 

1. Q. P. two squares. 1. Q. P. two squares. 

2. Q.Kt. to B. third sq. 2. Q. B. P. two sq. 

In the first place, 

3. P. takes P. 3. Q. P. one square. 

4. Q. Kt. to K. fourth 4. K. B. P. two sq. 

square. 

5. Q.Kt. to K.Kt. third 5. K. P. two squares. 

square. 

If he play Q. B. P. one square, you should take the P. 
with K. B. and on his taking your Q. P. you first check 
with K. B. and then take the P. with the Q. 
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6. Q. Kt. P. two sq. 6. Q. Kt. P. one sq. 

7. Q. B. to Q. R. third 7. P. takes P. 

square. 

8. P. takes P. 8. Q. checks, and wins 

Q. B. 

In the second place. 

3. Q. B. to K.B. fourth 3. K. P. one square. 

square. 

4. K. P. one square. 4. Q. B. P. one sq^. 

5. Q. Kt. P. one sq. 5. K. B. to Q. Kt. fifth 

square. 

6. K. Kt. to K. second 6. Q. to Q.R. fourth sq. 

square. 

7. Q. to her second sq. 7. K.Kt. to B. third sq. 

8. K. B. P. one sq. 8. Q. Kt. P. one sq. 

9. P. takes P. 9. Q. B. to R. third sq. 

White's position is very superior to the Black's. 



TENTH GAME. 

Black* White. 

1. Q. P. two squares. 1. Q. P. two squares. 

2. Q.B. to K.B. fourth 2. Q. B. P. two sq. 

square. 

If he take the pawn^ you play Q. Kt. to B. third 
square, in order afterwards to advance K. P. two squares. 
But if— 
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3. Q. B. takes Q. Kt. 3. Q. R. takes B. 

4. K. P. one -square. 4. K. P. one square. 

5. Q. B. P. one sq. 5. Q. Kt. P. one sq. 
€. Q. checks. 6. B. to Q. s^ond sq. 

7. Q. takes fQ. R. P. 7. Q. B. P. one sq. 

8. Q. Kt. P. two.sq. 8. Q. R. to its square. 

9. Q. to Q. Kt. seventh 9. K. Kt. to K. second 

square. sq. winning the Q. 

in a few moves. 



ELEVENTH GAME. 

Black, White* 

1. K. B. P. two sq. 1. Q. P. two squares. 

2. K.Kt. to B. third sq. 2. Q. B. to K. Kt. fifth 

square. 

3. Kt. to K. fifth sq. 3. Q. B. to K. B. fourth 

square. 

4. K. Kt. P. two sq. 4. K. P. one square. 

If he play K. R. P. two squares^ you should move 
Q. B. to K. fifth square, and afterwards K. B. to K. 
second square. 

5. K. Kt. P. one sq. ' 5. K, B. P. one sq. 

FIRST DEFENCE. 

6. p. takes P. 6. Q. takes P. 

7. K.Kt.toB.thkdsq. 7. B. to K, Kt. fifth sq. 
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White has the best of the position^ for if JSlack play 
K. P. one square^ you will advance K. P. winning 
a pawn at the least. 

SECOND DEFENCE. 

6. Kt. to K.B. third sq. 6. P. takes P. 

7. Kt. t^es P. 7. K.B.toK. second sq. 

In the first place. 

8. K. R. P. two sq. /8. K. R. P. one skj. 

9. K.Kt. to B. third sq. 9. Q. B. to K. fifth sq. 

You afterwards take his K. Kt. having much the best 
of the game. 

In the second place. 

8. Q. P. one square. 8. K. R. P. one sq. 

9. Kt. to K.B. third sq. 9. K. B. to R. fifth sq, 

checking. 

10. Kt. takes B. 10. Q. takes Kt. ch. 

11. K. to Q, second sq. 11. Q. takes K. B. P. ch. 

White has the best of the game. 



TWELFTH GAME. 



Black. White. 

1. Q. B. P. two sq. 1. K. P. two squares. 

2. Q.Kt. to B. third sq. 2, K. B. P. two sq. 

3. Q. P. two squares. 3. K. P. one square. 
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4. Q. P. one square. 4. Q. B. P. one sq. 
6. Q. P. one square. 5. Q. to K. B. third sq. 

6. Q. B. P. one sq. 6. Q. Kt. P. one sq. 

If he were to play Q. B. to K. third square, you 
should play Q. Kt to R. third square. 

7. P. takes P. 7. P. takes P. 

8. Q. Kt. to R. fourth 8. K. B. takes P. 

square. 

9. Kt. takes Q. Kt. P. 9. K. B. checks. 

10. Q. B. to Q. second 10. Q. takes Q. Kt. P. 

square. 

11. Kt. takes R. 11. B. takes B. ch. 

12. Q. takes B. 12. Q. takes R. ch. 

13. Q. to her square. 13. Q. takes Q. R. P. 

If he play Q. to her fourth square, you should check 
with Q. at R. fourth square, and afterwards play K. Kt. 
to B. third square, having an excellent game. 

14. Kt. checks. 14. K. to Q. square. 

15. Q. to her sixth sq. 15. K. Kt. to K. second 

square. 

You will afterwards win the knight, by checking and 
attacking it with the queen. 



METHOD OF WINNING WITH A QUEEN 

AGAINST A ROOK. 



Th£ queen wins the game against the rook from any 
general position ; it requires, however, some care in 
playing the queen so as not to give a stalemate. The 
object of the player having the queen, should be to 
ioTce the other party to move his rook to a distance 
from the king, that the queen by a divergent check 
may win the rook or checkmate ; of course the adver- 
sary must, in order to protract the game, keep thie king 
and rook as much together as possible ; it is also * 
necessary to force the king to the side of the board. 

I shall show you the method of compelling the ad- 
verse king to the side of the board, and afterwards 
shall give a few other positions in some of which if 
Black were to begin he could draw the game. 

FIRST POSITION. 

fVhite, Black. 

King at his square. King at K. sixth square. 

Queen at her square. Rook at Q. sixth square. 

White. Black. 

1. Q. to K. Kt. fourth I. R. to Q, fifth sq. 
square. 

u 
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By moving your queen, you compel him to play the 
rook, and his only chance of protracting the game, as I 
have already observed, is to keep his king and rook 
together. If he had played R. to Q. B. sixth square^ 
your proper move would have been Q. to K. second 
square, checking, and as he is then obliged to play K. 
to Q. fifth square, you should play K. to Q. second 
square. 

2. Q. to K. Kt. third sq. 2. K. to his fifth sq. . 

checking. 

3. K. to his second sq. 3. K. to Q. fourth sq. 

(A.) 

It would be wrong for you now to play K. to his 
third square, because he' would cheek you with R. 
at K. fifth square, and repeat it at Q. fifth square, if 
you played K. to Q. third square, compelling you to 
lose moves. 

4. Q. to Q. B. third 4. K. to his fifth sq. 

square. (B.) 

5. Q. to K.B. third sq. 5. K. to his fourth sq. 

checking. 

6. K. to his third sq. 6. R. to Q. fourth sq. 

(C.) (D.) (E.) 

7. Q. to K. B. fourth 7. K. to his third sq. 

sq. checking. 

8. K. tb .lis fourth sq. 8. R. to Q. third sq. 

9. Q. to K.B. fifth sq. 9. K. to his second sq. 

checking. 
10. K. to his fifth sq. 10. R. to Q. second sq. 
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11. Q. to K.B. sixth sq. 11. K. to his square. 

checking. 

If you were now inadvertently to play K. to adr. K. 
third square, Black would draw the game^ by checking 
with R. at Q. third square. 

12. Q. to adv. K.R. sq. 12. K. to his second sq. 

checking. 

If he had played K. to K. B. second square, your 
proper move would have been Q. to adv. Q.B. square. 

13. Q. to adv. K. Kt. 13. R. to adv. Q. sq. 

square. 

14. Q. to K.Kt. fifth sq. 14. K. to K. B. square. 

checking. 

15. Q.toK.B. fourth sq. 15. K. to his second sq. 

checking. 

16. Q. to K. R. fourth 16. K. to K. B. square. 

sq. checking. 

17. Q. to Q. Kt. fourth 17. JC. to his square. 

sq. checking. 

18. Q. to Q. R. fourth 18. R. to Q. second sq. 

sq. checking. 

19. K. to his sixth square, and wins the rook 

the next move. 

(A.) 

1. Q, to K Kt. fourth 1. R. to Q. fifth sq. 
square. 

u2 
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2. Q. to K,Kt. third sq. 2. K. to his fifth sqtiare. 

checking. 

3. K. to his second sq. 3. R. to Q. fourth sq. 

4. Q. to K. Kt. fourth 4, K. to his fourth sq. 

sq. checking. 

5. K. to his third sq. &c. 

(B.) 

1. Q.to K. Kt. fourth 1. R. to Q. fifth sq. 

square. 

2. Q. to K.Kt. third sq. 2. K. to his fifth sq. 

checking. 

3. K. to his second sq. 3. K. to Q. fourth sq. 

4. Q.to Q.B. third sq. 4. R. to Q.B. fifth sq. 

5. Q. to Q. Kt. third 5. K. to Q. fifth sq. 

square, 

6. Q. to K. third sq. 6. K. to Q. fourth sq. 

checking. 

7. K. to Q. third sq. &c. 

(C.) 

1: Q. to K.Kt. fourth 1. R. to Q. fifth sq. 
square. 

2. Q.to K.Kt. third sq. 2. K. to his fifth sq. 

checking. 

3. K. to his second sq. 3. K. to Q. fourth sq. 

4. Q. to Q.B. third sq. 4. K. to his fifth sq. 

5. Q. to K. B. thiMsq. 5. K. to his fourth sq^ 

checking. 
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6. K. tb his third sq. 6. R. to Q. B. fifth sq. 

7. Q. to K.R. fifth sq. 7. K. to Q. third sq. 

checking. 

8. K. to Q. third sq. 

If Black were now to play R. to K. B. fifth square^ 
you would win it by playing Q. to K. R. second square 
and then K. to his tiiird square. Suppose he play — , 

8. R. to Q. Kt. fifth sq. 

9. Q. to K. Kt. sixth 9. K.toQ.B.fourthsq., 

sq. checking. 
10. Q. to K. B. fifth sq. 10. K. to Q. B. third sq. 
checking. 

Your object must now be to force his rook to move 
from the rank on which he at present stands, in order 
that your king may approach his; for it is absolutely 
necessary that your king should co-operate with the 
Queen. 

11. K. to Q.B. third sq. 11. R. to Q. R. fifth sq. 

In order to continue on the same rank, he is obliged 
to play the rook either to this square, or to K. R. fifth 
square ; but if the latter, you would check his king at 
K. B. sixth square, and then take the rook. 

12. Q. to K. sixth sq. 12. K. to Q, B. fourth 
checking. square. 

13. Q.toK.fifthsq.ch. 13. K. to Q.Kt. third sq. 

If he had played K. to Q. B. third square, you would 
have checked at adv. K. square, and then have taken his 
rook. 
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14. K. to Q. Kt. thiixl 14. R. to Q. R. fourth 

square. square. 

15. Q. to her sixth sq. 15. K. to Q. Kt. fourth 

checking. square. 

16. Q. to Q. Kt. fourth 16. K. to Q. R. third sq, 

sq. checking. 

17. K. to Q. B. fourth square. 

FIRST DEFENCE. 

17. R. to K.B. fourth sq. 

18. Q. to her sixth sq. 18. K. to Q. R. fourth 

checking. square. . 

19. Q. to adv. Q. sq. ch. 

If Black now move K. to Q. R. third square^ you will 
play Q. to adv. Q. B. square ; if he play K. to Q. R fifth 
square^ you will play Q. to adv. Q. second square^ &c. 

SECOND DEFENCE. 

« 

17. R. to K. Kt. fourth 
square. 

18. Q. to her sixth sq. 18. K. to Q. R. fourth 

checking. square. 

19. Q. to adv. Q. sq. checks, and wins the rook, 

THIRD DEFENCE. 

17. R.toK.R.fourthsq. 
18. Q. to her sixth sq. ch. 
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If he were to play K. to Q. R. fourth square, you 
should play Q. to K. B. sixth square, as below, on the 
twenty-first move ; but if he play — 

18. K. to Q. R. second 
square. 

19. Q.toK. seventh sq. 19. K. to Q. R. third sq. 

checking. 

20. Q. to K. sixth sq. 20. K. to Q. R. fourth 

checking. square. 

21. Q. to K. B. sixth sq. 

In the first place. 

21. R. toQ. Kt. fourth 
square. 

22. Q.toadv.Q.sq.ch. 22. K. to Q. R. third sq. 

If he had played K. to Q. R. fifth square, you would 
have won his rook, by playing Q. to adv. Q. second 
square. 

23. Q.toadv.Q.R.sq. 23. K. to Q. Kt. third 

checking, square. 

24. Q. to adv. Q. Kt. sq. checks, and afterwards 

takes the rook. 

In the second place. 

21. R.toK.R. seventh sq. 

22. Q. to K. fifth gq.ch. 22. K. to Q. R. third sq. 

23. Q. takes rook. 
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In the third place. 

21. R. toady. K. R. sq. 

22. Q.toadv.Q.sq.ch. 22. K. to Q. R. third sq. 

23. Q. to adv. Q. R. sq. &c. 

It need hardly be remarked, that if he had played 
K. to Q. R. fifth square, on the twenty-second move, 
you would have checkmated him at Q. R. square. 



(D.) 



1. Q.toK.Kt. fourth sq. 1. R. to Q. fifth sq. 

2. Q. to K. Kt. third sq. 2. K. to his fifth sq. 

checking. 

3. K. to his second sq. 3. K. to Q. fourth sq. 

4. Q. to Q. B. third sq. 4. K. to his fifth sq. 

5. Q. to K. B. third sq. 5. K. to his fourth sq. 
checking. 

6. K. to his third sq. 6. R. to Q. Kt. fifth sq, 

7. Q. to K. R. fifth sq. 7. K. to Q. third sq. 

checking. 

8. Q; to K. Kt. sixth 8. K. to his fourth sq, 

sq. checking. 

9. Q. to K. Kt. fifth sq. 9. K. to his third sq, 

checking. 

10. Q. to Q. B. fifth sq.lO. R. to K. R. fifth sq. 

11. Q. to adv. Q. B. sq. ch. 
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« 



In the first place. 

11. K. to his second sq. 

12. Q. to K. B. fifth sq. 

If he move the king, you will win his rook in three 
moves at most. If he play R. to K. R. square, to adv. 
K. R. second square, or to adv. K. R. square, you win 
the rook by a divergent check in two moves. If he 
play R. to Q. B. fifth square, he loses the rook in four 
moves ; if to Q* Kt. fifth square, he loses it in two 
moves ; he must therefore play — 

12. R. toK.R. third sq. 

or (E.) 

13. Q. toK.Kt. fifth sq. 13. R. to K. B. third sq. 

checking. 

14. K. to his fourth sq. 14. K. to his third sq. 

15. Q. toherfifthsq. ch.l5. K. to his second sq. 

16. K. to his fifth sq. &c. 

(E.) 

12. R. to Q. R. fifth sq. 

13. Q. to K. fifth sq.ch. 13. K. to K. B. second 

square. 

14. Q. to Q.B. seventh 14. K. to K. B. sq.. 

sq. checking. 

15. Q. to adv. Q. sq.ch. 15. K. to K. Kt. second 

square. 
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16. Q. to Q. seventh sq. checks, and wins the 
rook. 

In the second place. 

11. K. to his fourth sq. 

12. Q. to adv. K. sq. 12. K. to K. B. fourth 

checking. square. 

13. Q. to K.B. seventh sq. checking. 

If he were now to play K. to K. Kt. fifth square^ you 
should check at ady. K. Kt. third square, and then 
move K. to K. B. third square. 

13. K. to K. Kt. fourth 
square. 

14. K. to K.B. third sq. 14. R. to K. R. sixth sq. 

checking. 

15. K. toK.Kt. second 15. R. to K. R. fifth sq. 

square. 

16. K. to K. Kt. tMrd 16. U. to K. Kt. fifth sq. 

square. checking. 

17. K.toK.B. third sq. 17. R. to K. R. fifth sq. 

18. Q. to K. seventh sq. 18. K. to K. R. fourth 

checking. square. 

19. K. to K. Kt. thkd 19. R. to K. Kt. fifth sq. 

square. checking. 

20. K.toK.R,thirdsq. 20. R. to K. Kt. second 

square, being the best move. 
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21. Q. to K. R. fourth 21. K. to Kt third sq. 

sq. checking. 

22. K. to Kt. fourth sq. 22. K. to B. second sq. 

checking. 

23. K. to B. fifth sq. 23. K. to Kt. square. 

24. Q. to K. R. fifth sq. 24. R. to K. R. second 

square. 

25. Q. toadv.K.sq.ch. 25. K. to Kt. second sq. 

26. K. to Kt. fourth sq. 26. R. to adv. K.R. sq. 

27. Q. to Q. seventh sq. 27. K. to B. square. 

checking. 

28. Q. to adv. Q.B. sq. 28. K. to B. second sq. 

checking. 

29. Q. to Q.Kt. seventh sq. checks and wins. 



SECOND POSITION. 

fFhdie. Black. 

K. at adv. Q. B. third sq. K. at Q. Kt« square. 
Q. at her fourth square. R. at Q. Kt. second sq. 

White. Black. 

1. Q. to adv. K. R. sq. I. K. to Q. R. second 

checking, square. 

2. Q. to Q. R. sq. ch. 2. K. to Q. Kt. sq. 

3. Q. to Q. R. fifth sq. 

The queen is played to this square, in order to compel 
him to move the rook. 
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No. 1. 

3. R. to K. B. second 
square. 

4. Q. to K. fifth sq. ch. 4. K. to Q. R. second 

square. 

5. Q. to K. third sq. checking. 

If Black move K. to Q. R. square, you should check 
him at adv. K. square, and take the rook the next move. 
If he play K. to Q. R. third square, you will checkmate 
him on the move. 

No. 2. 

3. R. to K. Kt. second 
square. 
4. Q. to K. fifth sq. ch. &c. 

No. 3. 

3. R. to K. R. second 
square. 

4. Q. to K. fifth sq. ch. 4. K. to Q. R. sq. 

5. Q. to Q. R. sq. ch. 5. K. to Q. Kt. sq. 

6. Q. to Q. Kt. sq. ch. and wins the rook. 

No. 4. 

3. R. to Q.Kt. sixth sq. 

4. Q. to adv. Q. sq. ch. 4. K. to Q. R. second 

square. 

5. Q. to her fourth sq. 5. K. to Q. Kt. sq. 

checking. 
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6. Q. to K. B. fourth 6. K. to Q. R. sq. 

sq. checking. 

7. Q. to Q. R. fourth square, checks, and wins 

the rook. 

No. 5. 

3. R.toadv. Q.Kt. sq. 

4. Q.to K. fifth sq. ch. 4. K. to Q. R.^second 

square. 

5. Q. to her fourth sq. 5. K. to Q. R. sq. 

checkings 

6. Q. to adv. K. R. sq. 6. K. to Q. R. second 

square. 

7. Q. to adv. K. R. second square, checks, and 

wins the rook. 

In positions similar to the present^ you must always 
be careful so to cheeky that if he interpose the rook, you 
may be able to checkmate hun. 



THIRD POSITION. 

JVkite. Black. 

K. at his third square. K. at adv. K. B. sq. 

Q. at K. Kt. fourth sq. R. at adv. K. R. second sq. 

fVkUe. Block. 

1 . Q. to her sq. ch. 1 . K. to adv. K. Kt. 

second sq. 
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2. Q. to K. secoDd sq. 2. K. to adv. K. Kt. sq. 

checking. 

3. Q. to K. sq. ch. 3. K. to adv. K. Kt. 

second sq. 

4. Q.toK.B. second sq. 4. K. to K. R. sixth sq. 

checking. 

5. Q. to K. B. third sq. 5. K. to K. R. fifth sq. 

checking. 

6. K. to K. B. fourth sq. 

^lack cannot possibly prevent your checkmatmg him 
in three moves at most. If he had played on the second 
move K. to your K. Kt. or K. R. third square, you would 
have checked him at your K. B. third square^ and then 
have played K. to K. B. fourth square. 



FOURTH POSITION. 

fVkUe. Black. 

Kmg at K. Kt. fourth sq. K. at adv K. B. sq. 

Queen at K. third sq. R. at adv. K. B. second sq. 

« 

In this position, if the Black have the move, he will 
draw the game : for example — 

1. R. to adv. K. Kt. 1. K. to K. B. fourth 

second sq. ch. square. 

2. R. to adv. K, B. second sq. ch. 
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If you play K. to his fourth square^ he will play R. 
to your K. second square ; therefore 



2. K. to K. Kt. third sq. 

3. R. to adv. K. Kt. 3. K. to K. R. third sq. 

second sq. ch. 

4. R. to adv. K. R. second sq. ch. 

If you take the rook, he will be stalemated. If you 
play K. to his Kt. fourth square, he will repeat the 
check as before. If you play K. to K. Kt. third square^ 
he will play R. to your K. R. third square^ and compel 
you to take it, and the game will be drawn. 



FIFTH POSITION. 

fFhite. Black. 

K. at K. B. third square. K. at adv. K. R. square. 
Q. at K. B. fourth square. R. at adv. K. R. seccmd sq. 

Black having the move, draws the game by checking 
with R. at adv. K. B. second square. 



METHOD OF WINNING WITH A ROOK AND 
BISHOP AGAINST A ROOK. 



To give checkmate with the rook and bishop against 
a rook^ from any position^ is a problem that has not 
yet been solved ; indeed^ the difficulty attending it is 
so great, that it can scarcely be expected that any one 
person will devote the necessary time to it ; some years 
since I bestowed a great deal of attention on it, but 
without coming to any quite satisfactory result : the 
impression on my mind then was, and still is, that 
from the middle of the board it ought to be drawn. 

Philidor was the first to demonstrate the method 
of winning from a given position; this he has done 
with great skill, as the following moves taken from his 
work will show. 

FIRST POSITION. 

fVhtte. Black. 

King at his sixth square. King at his square. 
Rook at Q. B. square. Rook at Q. second square. 
Bishop at K. fifth square. 

fFhite. Black. 

1. R. checks. 1. R. to Q. square. 

2. R. to Q. B. seventh 2. R. to Q. seventh sq. 

square. (A.) 
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It is necessary^ says Philidor^ to force the Black to 
play his rook to your Q. square, or to your Q. third 
square, because you cannot give the checkmate until he 
has been forced to one of those squares ; Black, there- 
fore, at present, moves his R. to Q* seventh square^ as 
his best move, for if he had played it to Q. R. square, 
you would speedily have won by playing your R. to K. R. 
seventh square, and if he were then to play R. to Q. R. 
third square, checking, you would interpose the bishop, 
compelling him to take it. 

3. R. to Q. Kt. seventh 3. R. to adv.Q. sq. (B.) 

square. 

4. R. to K. Kt. seventh sq. 

Your rook must not be at a greater distance from 
your king than a knight's move ; you therefore play 
your rook to K. Kt. seventh square, which forces him 
to play his rook to your K. B. square. 

4. R. to adv. K. B. sq. 
(C.) 

5. B. to K. Kt. third sq. 5. K. to B. sq. (D.) 

6. R. to K. Kt. fourth 6. K. to his square. 

square. 

7. R. to Q.B. fourth sq. 7. R. to adv. Q. sq. (E.) 

8. B. to K.R. fourth sq. 8. K. to B. square. 

9. B. to K. B* sixth sq. 9. R. to adv. K. sq. ch. 

10. B. to K. fifth sq. 10. K. to Kt. squju-e. 

11. R. to K. R. fourth sq. and wins, , 

X 
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(A.) 

2. K. to B. square. 

3. R. to K. R. seventh 3. R. to K, square, ch. 

square. 

4. K. to B. sixth sq. 4. K. to Kt. sq. 

5. R. to K.R. fourth sq. 

If he play R. to K. B. square^ you play K. to Kt. 
sixth square. If he play R. to K. second square, you 
win the rook in three moves without stalemating him. 

5. R. to Q. square. 

6. K. to Kt. sixth sq. 

If he check at Q. third square, you must not take the 
rook, but you play B. to K. B. sixth square. 

6. K. to B. square. 

7. R. to adv. R. sq. ch. 7. K. to his secoad sq. 

8. B. to K. B. sixth sq. checks, and wins. 

(B.) 

3. R. to Q. sixth sq. 

4. R. to K. seventh sq. checking. 

If he play K. to B. square, you move R. to K. R. 
seventh square, &c. ; therefore — 

4. K. to Q. square. 

5. R, to K. Kt. seventh 5. K. to B. square. 

square. 
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6. R. to Q. B. seventh 6. K. to Q. square. 

sq. checking. 

7. R. to Q.B. fourth sq. 

If he play R. to K. sixth square, you should move 
R. to Q. Kt. fourth square. 

7. K. to his square. 

8. B. to Q. fourth sq. and wins. 

(C.) 

4. K. to B. square. 

5. R. to K. R. seventh 5. R. to adv. K. Kt sq. 

square. 

6. R. to Q. B. seventh 6. K. to Kt. square. 

square. 

7. R. to adv. Q. B. sq. 7. K. to R. second sq. 

checking. 

8. R. to adv. K. R. sq. 8. K. to Kt. third sq. 

checking. 

9. R. to adv. K. Kt. sq. checks, and wins. 

(D.) 

5. R. to K. B. sixth sq. 

6. B. to Q. sixth sq. 6. R. to K. sixth sq. 

checking. 

7. B. to K. fifth sq. 

If he play K. to B. square, you move R. to K. R. 
seventh square, &c. 

7. R. to K. B. sixth sq. 

8. R. to K. seventh sq. checking. 

x2 ' 
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If he play K. to Q. square^ you move R. to Q. Kt. 
seventh square^ &c. 3 therefore — 

8, K. to B. square. 

9. R. toQ.B. seventh 9. K. to Kt. square, 
square. 

10. R.toK.Kt. seventh 10. K. to B. square. 

sq. checking. 

11. R. to K. Kt. fourth sq. 

If he play R. to K. sixth square, to prevent, your 
checking with B. at Q. sixth square^ ^you play R. to 
K. R. fourth square. 

11. K. to his square. 

12. B. to K. B. fourth sq. and wins. 

(E.) 

7. K. to B. square. 

8. B. toK. fifth square. 8. K. to Kt. square. 

9. R. to K. R. fourth sq. and wins. 



SECONP POSITION. 

White. Black. 

King at Q. B. sixth square. King at Q. B. square. 
Rook at adv. K. B. square. Rook at Q. square. 
Bishop at Q.B. fifth square. 

White. Black. 

1 . R. to K. B, seventh square. 
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No. I. 

1 . R. to Q. seventh-sq. 

2. R.toK.Kt. seventh 2. R. to adv. Q. square. 

square. (A.) (B.) 

3. R. to Q.R. seventh 3. R. to adv. Q. Kt. sq. 

square. (C.) 

4. B. to Q. R. third sq. 4. K. to Q. Kt. sq. (D.) 

5. R. to K. seventh sq. 5. K. to Q. R. square. 

6. B. to Q. sixth sq. 6. R. to adv. B. sq. 

checking. 

7. B. interposes. 7. R. to adv. Q. Kt. sq. 

8. R. to K. fourth sq. 8. R. to Q.Kt. seventh 

square. 

9. R. to Q. R. fourth 9. K. to Q. Kt. square, 
sq. checking. 

10. B. to Q. sixth sq. 10. K. to Q. B. square. 

checking. 

11. R. to adv. Q. R. sq. checks, and wins. 

(A.) 

2. R. to Q. sixth sq. 

3. R. to Q. R. seventh 3. K. to Q. Kt. square. 

square. 

If^ instead of this move^ he had played R. to Q. Kt. 
sixth square^ see (D.) 

4. R. to Q. R. fourth 4. R. to Q. B. sixth sq. 

square. 
6. R. to K. fourth sq. and wins. 
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(B.) 

2. R. to Q. square. 

3. B. to adv. K. second 3. R. to K. R. square. 

square. 

4. R. to K.Kt. fifth sq. 4. K. to Q. Kt. square. 

5. B. to Q. sixth sq. 5. K. to Q. B. square. 

checking. 

6. R. to Q. Kt. fifth sq. and wins. 

(C.) 

3. K. to Q. Kt. square. 

4. R. to Q, R. fourth 4. R. to adv. Q.B. sq. 

square. 

5. R. to K. fourth sq. and wins. 

(D.) 

4. R. to Q. Kt. sixth 

square. 

5. B. to Q. sixth sq. 5. R. to Q.B. sixth sq. 

checking. 

6. B. interposes. 

If he play K. to Q. Kt. square^ you moye R. to K. 
seventh square. 

6. R.toQ.Kt. sixth sq. 

7. R. to Q. B. seventh sq. checking. 

If he play K. to Q. square^ you move R. to K. B. 
4»eventh square^ &€• ; theirefore — ' 

7. K. toQ. Kt. square. 
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8. R. to K. seventh sq. 8. K. to Q. R. square. 

9. R. to K. fourth sq. and wins. 

No. 2. 

1. R. to K. square. 

2. B. to Q. sixth sq. 2. R. to Q. square, to 

K. Kt. square, or to K. R. square. 

3. R. to Q. R. seventh sq. and wins. 

No. 3. 

1 . R. to K. Kt. square. 

2. R. to Q. seventh sq. 

If he play R. to K. R. square^ see No. 4, If he play 
R. to K. square^ you play B. to Q. sixth square^ as in 
No. 2 ; therefore — 

2. R.toK.Kt. third sq. 

checking, (E.) 

3. B. to Q. sixth sq. 

If he play R to K. Kt. square, you move R. to Q. R. 
seventh square. If he play R. to auy other square on 
the knight's file, you play as follows : suppose he 
pky— 

3. R.toK.Kt. seventh 

square. 

4. R. toK.B. seventh 4. R. to Q. B. seventh 

square. sq. checking. 

5. B. to Q. B. fifth sq. 5. R. to Q. seventh sq* 

For the succeeding moves, see No. 1. 
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(E.) 

2. R. to Q. square. 

3. R. to Q. B. seventh 3. K. to Q. Kt. square. 

sq. checking. 

4. B. to Q.Kt. sixth sq. 4. R. to Q. seventh sq. 

(F.) (G.) 

5. R. to K. seventh sq. 5. R. to Q. B. seventh 

sq. checking. 

6. B. to Q. B. fifth sq. 6. Must lose. 

(F.) 

4. K. to Q. R. square. 

5. R. to K. seventh sq. 5. R. to K. Kt. square. 

6. B. to Q. B. seventh 6. R. to K.Kt. third sq. 

square. checking. 

7. B. to Q. sixth sq. 7. R. to K. R. third sq. 

8. R. to adv. K. sq. 8. K. to Q. R. second 

checking. square. 

9. R. to K. fourth sq. and wins. 

(G.) 

4. R. to K. sq. to K. B. 
to K. Kt. or to K. R. sq. 

5. B. to Q.R. seventh 5. K. to Q. R. square. 

sq. checking. 

6. B. to Q. B. fifth sq. 6. R. to K. Kt. square, 

(H.) 

7. B. to Q. sixth sq, 7. R. tO; K. R. sq. (I.) 
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8. R. to K. seventh sq. 8. R. to adv. K..R. sq. 

(K.)(L.) 

9. R. to adv. K. sq. 9. K. to Q.R. second sq. 

checking. 
10. B. to Q. B. fifth sq. 10. Must lose, 
checking. 

(H.) 

6. K. to Q.Kt. square. 

7. R. to Q.Kt. seventh 7. K. to Q. R. square. 

sq. checking. 

8. B. to Q. sixth sq. 8. R. to Q. B. square, 

checking, (M.) 

9. B. to Q.B. seventh 9. R. to K. Kt. square. 

square. 

10. R. to Q. Kt. fourth 10. R. toK.Kt. third sq. 

square. checking. 

11. B. to Q. sixth sq. 11. R. to K. Kt. second 

square. 

12. R. to K. fourth sq. 12. R. to K. R. second 

square. 

13. R. to adv. K. sq. 13. K. to Q. R. second 

checking. square. 

14. B. to Q. B. fifth sq. checks, and wins. 

(I.) • 

7. R. to K. Kt. second 

square. 
8. R. to adv. Q. B. sq. 8. K. to Q. R. second 
checking. square. 

Y 
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9. B. to Q. B. fifth sq. checks and wins. 

(K.) 

8. R. to Q* B. square, 
checking. 
9. B. to Q. B. seventh 9. R. to K. Kt. square, 
square. 

10. R. to K. fourth sq. 10. R. to K.Kt. third sq. 

checking. 

11. B. to Q. sixth sq. 11. R. to K. Kt. second 

square. 

12. R. to adv. K. sq. checks, and wins. 

(L.) 

8. R.toK.R. third sq. 
9. R. to adv. K. sq. 9. K.toQ.R.aecondsq. 

checking. 
10. R. to K. fourth sq. and wins. 

(M.) 

8. R. to K. seventh sq. 

If, instead of this move, he had played R. to K. Kt. 
square, you would have played R. to Q. Kt. fourth 
square, and then to K. fourth square, &c. 

9. R. to Q. Kt. fourth 9. R. to Q. B. seventh 
square. sq. checking, (N.) 

10. B. to Q. B. fifth sq. 10. R. to Q. R. seventh 

square. 
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1 1 . R. to K. fourth sq. 11. R. to Q. Kt. seventh 

square. 

12. R. to Q. R. fourth sq. checks, and wins. 

(N.) 

9. R. to Q. R. seventh 

square. 
W. B. to Q.B. fifth sq. 

If he play R. to Q. R. third square, checking, you 
must not play K. to Q. B. seventh square, but you play 
B. to Q. Kt. sixth square, and afterwards R. to K. fourth 
square. But if — 

1 0. R. to adv. Q. R. sq. 
11. R. to K. fourth sq. and wins easily. 

No. 4. 

1. R. to K. R. sq. 
2. B. to Q. sixth square, and then R. to Q. R. 

seventh square, &c. 

No. 5. 

1. K. to Q. Kt. square. 

2. B. to Q. sixth sq. 2. K. to Q. R. square. 

checking. 

3. R. to K. B. fourth 3. R. to Q. B. square, 

square. checking, 

4. B. interposes, and wins. 
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THIRD POSITION. 

White. Black. 

King at K. Kt. sixth sq. King at K. Kt. square. 
Rook at K. sixth square. Rook at K. B. second sq. 
Bishop at K. Kt. fifth sq. 

This position is taken from Lolli's valuable Treatise. 
He affirms it to be a drawn game; ifj however^ the 
White can bring his king to bis sixth square, and his 
bishop to king's fifth square, he will win ; this, he says. 
Black can always prevent by proper play. A similar 
position may occur at each angle of the board. 



THB KND. 
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